rr Mega map issue-Blast Corps, Turok, and Doom! 
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FR E E MARIO KART 64 PLAYER’S GUIDE 


WHEN YOU SUBSCRIBE! (OR YOU CAN CHOOSE A 
DKC 3 OR SUPER MARIO 64 PLAYER’S GUIDE.) 


Mor “M 9 M. SUNDAYS 
VISA > MASTERCARD ACCEPTED. 


SIGN ME UP FOR MORE POWER! AND SEND 


ME THE FREE PLAYER’S GUIDE CHECKED BELOW. 

Oo 12 ISSUES FOR $19.95 U.S. ($27.95 CDN.)* 

Oo 24 ISSUES FOR $36.95 U.S. ($51.95 CDN.)* 
SAVE $3! 

[ia6 ISSUES FOR $49.95 U.S. ($69.95 CDN.)* 
SAVE $10! 


SEND ME THE PLAYER’S GUIDE I’VE CHECKED. 


O Mario Kart 64 (#2752) 
O Surer Mario 64 (#2753) 
0 Donkey KONG CounTrRY 3 (#2754) 


WITH YOUR PAYMENT OR GREDIT 


CARD INFORMAT MPED ENVELOPE AND MAIL TO 


NINTENDO POWER® 
P.O. BOX 97043, REDMOND,WA 98073-9743 


NADIA SIDENTS: REMEMBER TO USE AN INTERNATIONAL POSTAGE S 


FIRST NAME 


ZIP/POSTAL CODE 


VM PAYING FOR THIS MEMBERSHIP BY (CHECK ONE): 


CREDIT CARD NUMBER EXPIRATION DATE 
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ONLY NINTENDO POWER MAGAZINE GIVES YOU ALL THE INSIDE INFORMATION, TIPS, 
AND TRICKS THAT WILL SHOW YOU HOW TO DRIVE YOUR COMPETITION CRAZY! 


IN FACT, EVERY ISSUE IS A CRASH COURSE IN WINNING. LEARN HOW TO GET MORE 
HORSEPOWER OUT OF ALL YOUR NINTENDO GAMES AND SYSTEMS. SUBSCRIBE NOW! 


CALL 1-800-255-3700 To SUBSCRIBE FOR JUST $19.95* A YEAR AND 
GET A FREE MARIO KART 64 PLAYER’S GUIDE, 


* CANADIAN RESIDENTS PAY $27.95 
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l@ S8me* games, you put up buildings, but i in Blast. | 
Corps, you knock them down! Power gives you the 
wheres, whys and 


hows of blowing up, v 
2 em, tearing down and q> 
\anaed cote otherwise demolish-§ .=*-g = 
L a ing whole cities in 
so order to save the in 
¥ world from nuclear 
annihilation. 
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Strap on your chain 
guns and get ready 
for mayhem, marines! 
| We're loaded for bear 
with full maps and in- 

depth strategies for 
the first 10 stages of 
the best Doom of all. 


This'mcai month, we have 
exclusive, complete 
maps plus all the 

tips and tricks you'll 
need to keep from 
becoming dino chow. 
A dinosaur is bad 
enough, but a dinosaur 
with lasers? Get out! 


Power editors dive 
into the muck at 
Interplay and fish out 
an ooey, gooey 
interview with pro- 
ducer Jeremy Airey. 
Find out what all the 
booger is about! 
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Strategy 
Blast Corps 
Doom 64 


Exclusive, Complete Maps 
Turok: Dinosaur Hunter Part Two 


Strategy Special 
Waune Gretzky’s 3-D Hockey 


Super Metroid 

Super NES Doom 

Kirby’s Star Stacker 
Game and Watch Gallery 


Special Features 


Interview with Interplay 
Clay Fighter 63'/: Preview 


Dark Rift Preview 
How to Become a Game Tester 
Game Boy Pocket 


Special Review 
Beat the Boss 
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It’s springtime, and you know what that means—time to €elebrate 
fs ‘| i x 
the season with generous servings of deli meats and cheeses! 


What’s your favorite cheese? Could it be gouda, by chance? If it is, 
tell us about your favorite gouda gaming experience. Pronto! 
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Boxers or Briefs? 

‘ve played Nintendo for 
about as long as it’s been in 
America, and we’re now 
blessed with the N64, bring- 
ing us Mario with virtually 
imitless control. Yet under a 
pile of dust, we see the old 
NES. It is my favorite system. 
Don’t get me wrong—Super 
Mario 64 has endless possi- 
bilities and Super NES’s Final 
Fantasy Ill has the most 
intriguing story of any game | 
have ever known, but noth- 
ing can compare to the cre- 
ativity of the NES. NES 
designers didn’t have the 3-D 
play control or CD sound, so 
they needed a plot so thick 
that players couldn’t escape. 
My advice to all of you is 
this: dust off your old system 
and relive your childhood. 
For the price of an N64 game 


you could buy an NES with 
one controller and at least 
two games. 
Jeff Gustafson 

Via the Internet 
That’s a very good idea! Did 
you also know that for the 
price of a real Lamborghini 
you could buy about 800 
copies of Lamborghini 64? 
You’d save big bucks on gas 
and parking, too! No, really! 
Do the math! Oh, by the 
way, did we mention the 
phrase, “April Fool?” 


Get These Spiders 
off of Me! 


I’m a long-time reader of 
your magazine, but this is my 
first time writing you. | know 
many readers have asked this 
already, but I’ll ask it any- 
way: Why am | not in Super 
Mario 64? My brother, whom 
I'll refer to as “Mario,” told 
me to meet him at the castle, 
and when | got there, he was 
nowhere in sight. I’m sick of 
him hogging the spotlight. 
We're supposed to be a 
team, not unlike the Wright 
Brothers, the Marx Brothers, 
or Emilio Estevez and Charlie 
Sheen. So why does Mario 
get all the glory? Oh sure, 
I’m in Mario Kart 64, but all 
the characters got their 
mugs to that game! Should | 
confront “Mario?” 

“Luigi” (not my real name) 

Via Inter-office Mail 

We are quite sorry for your 
unfortunate familial strain, but 
good manners dictate a 
brotherly confrontation to be 


© wwrenoo rower 
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a tad harsh. Sibling 
rivalry calls for tact, Mr. 
Luigi-Not-My- 
Real-Name, so 
lightly dance 
about this matter 
with the gos- 
samer steps of a 
ballerina. We pre- 
scribe you, gentle 
reader, to have a 
civilized discus- 
sion with “Mario, 
saving any embit- 
terment or anger 
for the Mario Kart 
race track. As the 
young ones are 
inclined to say, 
“Put the pedal onto 
the metal, allowing 
oneself to garnish 
the roadways with 
burning rubber.” 


a” 


Don’t Cry for Me, 
Argentina 


I’m involved in this Killer 
Instinct fighting competition, 
and I’m pretty good, but my 
competitors always make fun 
of my physique. In the locker 
room they heckle, “Hey, 
scrawny!” or “Hey, bony!” or 
“Hey, scrawny-bony!” 
Sometimes they say, “Hey, 
skeleton-boy! Why don’t 
you go back to modeling 
for second period biology 
lab!” Anyway my question 
is, if I’m invited to a dinner 
party, how long do | have 
to R.S.V.P.2 
Spinal 

Via the Skeleport 
R.SV.P.A.S.A.P., O.K.2 And 
as far as your physique goes, 


you might want to look into 
getting muscle implants like 
our writing staff has gotten. 
This way, we appear to be in 
shape, when in reality we’re 
actually undernourished, out- 
of-shape weaklings who... 
don’t need...excercise... 
growing weak...getting 
tired...must stay awake... 
need help...can’t feel legs... 
why me talk like caveman? 


You Got Your Chocolate 
in My Peanut Butter 
What is with the continual 
printing of the letters that say 
things such as, “I don’t like 
this so stop covering it,” or 
“Why do you spend so much 
time hyping the Nintendo 
642” | personally don’t care 
for the Super NES that much, 
but | would be upset if you 


Background Art: Chris Turnham * Camas, Washington 


Jordan Brown © Midlothian, Virginia 


Nwcende Power, 


Pulse 


stopped printing maps and 
codes for it, because friends 
of mine own the system. 
My point is that | don’t feel 
those complaints are legiti- 
mate grievances, and | think 
you should stop printing let- 
ters like that. Letters with 
“put more...in” or “Where 
did the comics go?” seem 
fine to me, but it really burns 
me up when someone says, 
“| don’t have/like the system 
so stop printing stuff about 
it.” Your magazine is just 
fine, but Player’s Pulse is just 
getting too darn negative. 
Shaun Fogarty 
Via America Online 
You're right, David 
Hasselhoff is a big interna- 
tional superstar. But chang- 
ing the name of the N64 to 
the Hasselhoff 64? Actually it 
does have a.nice ring to it. If 
only all these answers 
weren't April Fools’ jokes. 


Don’t Touch My Bikini 


As much as | love Easter, | 
feel the tradition of hiding 
Easter eggs must end. Not 
only are hard-boiled eggs 
high in cholesterol, but 
they also tend to stink up 
your backyard if you don’t 
find them. So parents, why 
not buy your kids new 
Nintendo Game Paks and 
hide them around your yard 
instead? No cholesterol, 
they don’t stink, and they’re 
just as yummy on salads, 
too. Well, okay, two out of 
three ain’t bad. 

The Easter Bunny 

Easter Island 

Two out of three ain’t bad??? 
For your information, our 
Game Paks will NOT stink 
up your backyard! Oh, and 


please write back with your 
Nintendo salad recipe. 
Y’know a little ranch dress- 
ing really makes a piece of 
plastic quite tasty. 


Jazzercise Class Has 
Been Rescheduled 


for Tuesday 
It is quite apparent what an 
active and important role mar- 
keting plays in the video game 
industry. | have to wonder 
what you are thinking when 
marketing the N64 to elemen- 
tary school gamers. You risk 
alienating gamers 15 and up. 
You should target older 
gamers, because you'll also 
target younger ones, since 
the younger audi- 
ence’s perception of 
“coolness” often 
depends on what the 
older, teenage audi- 
ence thinks is cool. 
Austin Hunt 
Mandeville, LA 
Your suggestion 
inspired us to target 
more teens with our 
marketing, so tune in to 
a very special episode 


of “Friends” this week to Sey 


see Rachel and Ross set- 
tle their lover’s spat with 
a couple of rounds of 
Mortal Kombat. 
Meanwhile, dim-witted 


Joey forgets how to tie his Aho 


\ 


oN 
Tyler Renelle « Templeton, California 


shoes and is sent to the 
hospital after mistaking his 
N64 for a breakfast burrito. 


Sassy Boy of the Month 


| have been a subscriber for 
over two and a half years 
now, and | really enjoy your 
magazine. As soon as it 
arrives, | always flip to 
Player’s Pulse so | can look 
at the cool envelope art. You 
must have many to choose 
from! How many do you 
receive each month? What 
do you look for when choos- 
ing them for publication? 
Kristy LaPorte 
Ontario, Canada 
We’re no accountants, but 
we guess we receive any- 
where from about twelve 
letters to 28 hundred-thou- 
sand (give or take a letter 
or two). As far as selecting 
envelope art, we judge 
them based on poise, per- 
sonality, impromptu speak- 
ing, community service, 
and of course, the infamous 
swimsuit competition. 
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It was aclose race, but Mario Kart 64 


TUROK: DINOSAUR HUNTER ACCLAIM 


MARIO KART 64 3 4 
SUPER, aan 64 : NINTENDO : 1 7 
SHADOWS OF THE EMPIRE NINTENDO : 2 7 
WAVE RACE 64 NINTENDO : 4 7 
CRUIS’N USA : NINTENDO : 5 4 
KILLER INSTINCT GOLD =: NINTENDO : 6 5 
WAYNE GRETZK YS : MIDWAY : 8 7 

7 

7 
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zoomed by Super Matig a i take the 10 
Charts Meanie, Dasher PILOTWINGS 64 NINTENDO 7 
spinning his wheels in third place. MORTAL KOMBAT TRILOGY MIDWAY ; 9 : 
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= = T DONKEY KONG COUNTRY 3:: NINTENDO : 1 6 
DIXIE KONG'S DOUBLE TROUBLE : : 

== 2 THE LEGEND OF ZELDA: : NINTENDO: 2 : 62 
S A LINK TO. THE PAST : i 

—_ 3 SUPER MARIO RPG : NINTENDO : 3 : 12 

4 SUPER MARIO KART : NINTENDO : 7 : 48 

if) 5 FINAL FANTASY Ill : SQUARE : 8 : 28 

tid 6 CHRONO TRIGGER i SQUARE : 6 : 21 

za 7 DONKEY KONG COUNTRY 2:: NINTENDO : 5 = 18 
b DIDDY’S KONG QUEST i ; 

GES —__Kongiis King! The Donkey Kong trilogy Be TETRIS ATTACK p NINTENDO: 
Ld continues to dofninat ts pene = 9 SUPER METROID : NINTENDO: -- : 36 
ower Uharts. Mario Kart Is Chuggin FI é 
(-5 along, though nda ees aly 10 DONKEY KONG COUNTRY NINTENDO 9 : 30 
—) the chart-topping Mario Kart 64. : i 

2) 


. THE LEGEND OF ZELDA: 
LINK'S AWAKENING 


THE LEGEND OF ZELDA: NINTENDO I 


; LINK'S AWAKENING : i ‘is 

2 DONKEY KONG LAND-2 _: NINTENDO : 3 8 

3 METROID II: i WINTENDO : -- : 64 
RETURN OF SAMUS f : 

4 TETRIS i: NINTENDO : 5 : 53 

5 DONKEY KONG LAND Deieed, 


: NINTENDO : 


METROID II: 
RETURN OF SAMUS 


2. MARIO KART 64 (N64) 
3. LEGEND OF ZELDA 64 (N64) 
4. NINTENDO 64 

5. X-BAND MODEM (SUPER NES) 
EO ELOE Ce 0 SE CL O Sa 6. SUPER MARIO 64 (N64) 


7. GAME BOY POCKET 


After falling off the Power Charts 
last month, Metroid Il: Return of 
Samus returns witha strong third 
place showing. It’s no match for Link, 
however, who's making a legendary 
stay in the Game Boy top 5. 


GAME BOY TOP 5 


8. STAR WARS: SHADOWS OF THE 
EMPIRE (N64) 

9. YOSHI’S ISLAND 64 (N64) 

10. DRAGON QUEST VI 

(SUPER FAMICOM) 


(8) NINTENDO POWER 


LETTERS, continvep 


Okay, enough with the April 
Fools’ jokes. From here on out, 
everything is for real. We now 
return you to our regular maga- 
zine already in progress... 


Name That Tune 
| received a video about the 
Nintendo 64 system and have 
watched it.several times. On the 
video there’s some really cool 
music, like at the start when 
they get out of the car and also 
during the Super Mario 64 
demo. Is this music available on 
CD? If it is, could you tell me 
where | could find it? 
Cameron Spencer 

z Houston, TX 
You can get both songs from 
Metropolitan Records on a CD 
called “Assembly Line” by 
Modern Industry. We checked 
it out and Metropolitan Records 
will offer it to Nintendo Power 
readers at a special price if you 
call 1-800-685-6976. You'll 
also want to visit their web site 
at http/www.metropolitan 
records.com. 


Kings of the Road 


To celebrate the launch 
America held its own ra 


of Mario Kart 64, Nintendo of 
ce, with NOA President, 


Minoru Arakawa and NOA Chairman, Howard 
Lincoln racing real go-carts for charity at a makeshift 
race track in NOA’s parking lot. The five-lap Mario 
Kart Invitational was tame, but switched to Battle 
Mode when Team Donkey Kong’s Howard started 


playing bumper cars wit 


h Team Mario’s Mr. Arakawa. 


Howard took the lead from there, power sliding across 


the finish line. 


No speed records were set, but the 
event did raise over $2,000 for the 
Boys and Girls Club and the 
Starlight Foundation. Now, if only 
we could knock down some build- 
ings to celebrate the release of 
Blast Corps... 


Consumer Service Department Announcement: 


900 Line Rate Increase 
Effective April 1st 


Beginning April 1st, rates for Nintendo's 
live game counseling service will increase 
to $1.50 per minute ($2.00/min. in Canada) 
when using the 900 number. To better 
explain the reason for the increase, we 
had NOA‘s Consumer Service Department 
Director, Rob Thompson, answer some 
common questions about the higher rate. 


Q: Why are you raising the rate? 

A: Our goal has always been to charge 
only what's necessary to cover the costs 
of operating the live service. However, 
since starting the service in March ‘95, 
costs have escalated much higher than 
expected, so we've actually been spend- 
ing significantly more money than the 900 
number has taken in. 


Q: But, certainly you don’t pay your coun- 
selors $1.50 per minute! 

A: Of course not, but you'd be surprised 
at the various expenses involved in run- 
ning a live game counseling service. The 
chart shows where the money goes. 


22% 


B Direct Labor* & Phone Company Costs 


eat Indirect Labor & Other (Administration, 
Equipment, etc.) 
a Employee Benefits 


*Not all direct labor is time spent talking on 
the phones. Only about 2/3 of direct labor is 
actual talk time, the rest includes between-call 
tasks like logging call data into the computers 
and training the counselors on new games. 


Q: How do your services compare to 
the competition? 

A: First off, unlike our competitors, our 
automated game info service, the Power 
Line, is just a long-distance call. Sega's and 
Sony's automated services, on the other 
hand, are 900 numbers. They then use 
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those profits to subsidize their live ser- 
vices, while we still don’t charge or profit 
from the Power Line. The Power Line 
receives around 50,000 calls a week, and 
since it's more popular with our customers, 
we strive to maintain the service with min- 
imal cost. So, if you prefer to listen to pre- 
recorded game tips and info, you'll only be 
charged for along-distance call by your 
phone company. Secondly, our new rates 
are comparable to those of other live game 
counseling services (Sega charges 
$1.50/min and Sony $1.15/min). More impor- 
tantly, we offer the highest quality service 
and cover, by far, the most games—over 
1,500 for all Nintendo systems. 


Q: Besides the Power Line, what other 
less expensive options do you offer for 
gaming help? 

A: Of course Nintendo Power magazine, 
Player's Guides, and our ever-expanding 
web site are great ways to get dependable 
info straight from the pros at Nintendo. 


WRITE AWAY RIGHT AWAY! 
NINTENDO POWER PLAYER'S PULSE 
REDMOND, WA 98073-9733 
E-mail: noapulse@nintendo.com 


20-255- 
)0-422-4281 
.m-9 p.m. Pacific time, 
‘Monday-Saturday — 
m.-7 p.m. Sunday 
and Spanish-speaking 
ntatives are available. 


parental permission to call. 


1-206-885-7529 
Prerecorded Game Ti 
and Future Produ 


Information 
uit recent releases and up 
all Nintendo systems. 


Hunter, Doom 64 and Mortal Komb 
for the Nintendo 64. There's alsoh 
Super Mario game for the Supet 
NES, Donkey Kong Land for th 
any Zelda game, Donkey Kong 
and 3, EarthBound, Illusion of 
Super Metroid, Secret of Evern 
Trigger, Final Fantasy Ill, Super 
Breath of Fire | and Il, 

Fighter Alpha 2, Super Punch O1 
Kombat II, Mortal Kombat 3 ai 
Mortal Kombat 3. This call mi 
tance, so be sure to get permi 
whoever pays the phone bill be! 


NINTENDO” 
POWER IS 
ON-LINE 


Internet: www.nintendo.com 


After months of testing and 
tweaking, Blast Corps is being 
unleashed on the gaming 
public. The extra development 
time paid off in improved 
control and a more balanced 
learning curve. Reviews of 
earlier versions of the game 
called it “interesting” and 
“unique,” but some critics 
wondered if the final game 
would be fun. We can finally 
answer that question with a 
hearty, “Yes!” 


PELOSI 


Mix one part action game with one part puz- 
Zler, toss in a dash of simulation and bake in 
a development lab for a year or two. Serve it 
all up on a bed of crisp, 3-D graphics and you 
might come close to the recipe for Blast Corps. While 
we still can't slot Blast Corps into any one game cate- 
gory, we can say that it has finally struck a fine bal- 
ance between challenge and playability, alternately 
teasing and rewarding players just enough to keep 
them coming back for more. The game's early stages Pre-stage cinema scenes outline the job 
focus on using various high-tech ahead and give you clues on what to do. 
demolition vehicles to clear a safe cross-country path 
for a runaway nuclear missile transport. While 
Ps knocking down and blowing up buildings can be a 
' lot of fun, it could get old pretty quickly, so later 
stages add vari physical and mental puzzles 
the ongoing mayhem to keep challenge and interest 
levels high. 


If the trans- 
port touches 


The runaway transport rolls ‘s 2 anything, the 
slowly on, bringing nuclear impact will set oe eg 
disaster with it. off anuclear : f 


explosion! 


The partial map below shows just the 
first few of the more than 50 stages. 

The Demolition stages, in which you 
must clear a path for the transport, will 
be your main focus. The Training and 
Bonus stages (marked by the smaller cir- 
cles) will allow you to try new vehicles 
and tactics. Completing certain 


stages will open up one or more new 
stages on the World Map screen, and 
available stages may be completed in 
any order. You'll receive money and rank 
points for each stage completed, but to 
earn maximum points, you must fulfill 
other tasks, like finding the scientists that 
can disarm the transport's deadly cargo. 


Medals and rank points are awarded for com- 7 
pleting tasks. Collect rank points to earn pro- ‘ 


motions in the corps. 


JADE PLATEAU 


You'll have to 
decide which 


vehicles and 
items will suit 
the task at 
hand. 


The early stages focus on demol- 
ishing things, but later stages will 
require alot of creative thinking. 


The Blast Corps vehicles 
range from the mun- 
dane (the Backlash dump 
truck) to the flashy (the mis- 
sile-equipped Ballista cycle) to the 
downright bizarre (the one-armed 
Thunderfist robot). As you progress 
through the game, you'll have to 
complete ever more complex tasks 
using the vehicles and items you find 
in the stages. For example, in one 
stage, you'll have to first use the 
Ramdozer bulldozer to push explo- 
sives onto a platform then take control of %& 
a crane and drop the explosives onto a bridge: 
It won't all be just running into things! 


v9 OGNIININ 


Access the various stages on the World 
Map screen. If the crisis on Earth is 
averted, you'll be sent to other planets! 


Clear a path to this semi in each 
Demolition stage. The stage will 
end when the transport reaches it. 


Pe: Be 

¥ COMMUNICATION POINTS 
W YOU TO MAKE 
TACT WITH HQ. 


Secondary tasks include finding 
Communication Points, survivors, 
scientists and more. 


The map below shows the sixteen 
stages on the Easy level. We'll 
explore the Demolition stages (num- 
bered 1, 5, 6, 7 and 8) on the following 
pages, but first, we'll take a quick peek at the 
Training and Bonus stages. Stages 2 through 4 
are the Training stages on this level, and you'll 
be required to pass a “driver's test” with 


one of your vehicles before you can 


SDE! 


Or RUN 
interesting challenges, such as completing 
time trials around unusual race courses or 


racking up a certain amount of damage 
within a time limit. In addition, you often 
have your choice of vehicles in the 
Bonus stages, and the rank points you 
earn do count toward your promotions. 


move on to the Demolition stage that 
features that vehicle. All the Demolition 
and Training stages must be completed 
to open up the entire Medium level. The 
Bonus stages, identified by the letters A 
through H, aren’t necessary to fulfilling 
your primary mission, but they do go 
beyond the training exercise to offer 


Complete four laps ona 
country road in under 
3:30 (3 minutes and 30 
seconds). Blast the 
buildings near the 
bridges for a sneaky 
shortcut. 


The challenge here 
is to rack up one mil- 
lion dollars worth of 
damage in under 
2:30. The Ramdozer 
is your best choice 
for causing chaos. 


Complete four laps 
inunder 1:00 to con- 
quer this stage. 
While the Backlash 
dump truck is slow, 
it won't spin out in 
the sharp turns. 


Use the Ramdozer 
bulldozer to push 
explosives around 
this odd-looking 
stage. You must 
destroy all six tow- 
ers in under 2:00. 


As you progress through the game, 
more vehicles will become available. 


The Training stages will allow you to mas- 
ter your new machines without risking a 
nuclear holocaust. You may find a vehicle in 
a Demolition stage before you come across its 
Training stage, but that vehicle will not be 
required to finish that stage. If you can’t suc- 


The Skyfall dune buggy 
has a good chance of 
completing four laps 
around this urban track 


ceed in the Training stages, you definitely 
won't survive in the Demolition stages! 


(2) SIDESWIPE 


The unusual Sideswipe vehicle 
KC . is armed with side-mounted 
b battering rams. Collect the 
battery packs to power the 
rams and destroy all the build- 
ings in under 1:00. 


The missile-equipped 
Ballista cycle is your 
best bet here. Destroy 
all six gas tanks in under 
1:00 to walk away with 
amedal and a few rank 
points. 


The giant J-Bomb robot has 
the ability to stomp on build- 
ings from the air. The object 
here is to demolish all the 
buildings in the stage in under 
5:00. No problemo! 


Almost any vehicle will 
be able to navigate 
around this construc- 
tion site with ease. 
Completing four laps in 
under 1:12 shouldn't be 
much trouble. 


Use the Ramdozer to 
find 85 Radiation 
Dispersal Units (RDUs, 
the lights that flash as 
you go by) in under 1:20. 
This is much tougher 
than it sounds! 


The Backlash dump truck may 
be the most finicky vehicle in 
the whole game. Use the 
truck's sliding ability to side- 
swipe all the buildings in the 
stage in under 6:00. 


mol ion’stages, ) oul 
bly have jus e ough ‘time to 


sie 
can i Nisays : 
ndary so destro ‘ ) buildings, 


re u urvivo se olishing buildings to. 
re e them) an inding any RDUs, 
Communication Points and scientists. The chart 
- above shows the number of buildings, sur- 
vivors, Communication Points and ‘scientists i in 


“Simian Acres. Good hunting! \X : = 
= : 


LAS] 
The dotted line on the map cane the transport's path through 
town. Concentrate on the buildings that are directly in that path. 
Other buildings can be dealt with later. Note: Besides cleaning up 
radiation leaking from the transport, the RDUs often serve as sign- 
posts, pointing out the main path or indicating hidden features in a stage. 


$597315, 


Flashing arrows will point + Use theC Buttons togeta If the pathis clear, you can 
out the buildings a different perspective on end the stage early. Press 
obstacles directly things. Press Start to Z to exit your vehicle and 
transport's path. pause the action. then enter the semi. 


oe 


m, you 


a BLAST CORPS 


Inlater stages, you'll need to switch vehicles to accom- 
plish tasks, but here, it’s just for fun. Press Z to exit 
your ‘dozer. Enter the train and move it forward until the 
flatbed car is next to the ramps. Exit the train, walk up the 
ramp and enter the hot rod for a quick joyride. Yeehah! 


$17966: 


17966570 
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TOWERS 


There: may be few buildings and | even iaaER sur- 
vivors in the Argent Towers neighborhood, but 
there are lots of secrets to be exposed and extra 
rank points to collect! The main part of the stage 
contains just a single line of buildings to bring 
down. They are tougher than the simple struc- 
tures of Simian Acres, but the Backlash dump 
truck will be up to the task. You'll find your first 
two Communication Points which, when acti- — 
vated, will allow you to access special Training 
stages on the World Map screen. Touch the 
points to activate them. 


CE 
Use the Backlash to bash and batter a path down the main street. 
The transport will begin the stage much closer to the first line of 
buildings, so you'll have to be quick. If a building does not have 
arrows pointing toward it, ignore it for now. 


Pe My fie 


If you doit it just aie the  Runover the stones to Try to aim the back 
sideswipe technique can bounce the Backlash end of the truck at 
bring down whole build- around. This will give your —_ the center of your 
ings with one blow. hits more “oomph.” 


After the transport passes, reenter the stage and head to point 
Aon the map. Push the block aside then switch to the Ramdozer. 
Push the TNT to the door to openit. Take the train up about three 
screens. Walk left to the car. Search the maze to find a scientist! 
$1444315 3 : 
ies The most effective tactic for the Backlash is to sideswipe 
obstacles. Press A to accelerate, then press the L or R 
Button while turning to start sliding. If you get up enough 
momentum (it seems to work best if the truck whips 
around at least 90 degrees before it | its), you'll doa lot of. 
damage. Doing doughnuts in the parking lot was’ never | i 
like this! Head-on crashes rarely do much good, | except 
After you speak to the scientist, when you. launch the-tryck off a 


go back to the train and take it to ‘ stone ‘OF a ramp. 
§ te end aie He euth iy the E nae = 

allista and head down and right. Use a ey 
reat blast Um ? « $1522355 
open the door in 
the small pit. Enter 
the door and follow 
the passage up to 
the J-Bomb robot. 


H i 
Here’s another stage that features quite a few 
secondary tasks and mystifying secrets. 
Although these features won't affect 3} 3 2 
your primary mission of clearing a path 
for the transport, they will give you a 
good idea of the kinds of hidden bonus- 
es and puzzles you'll find throughout the game. 
You should take these lessons to heart. In the | 
later stages, you'll have to uncover even more 
cleverly disguised secrets to complete your pri- 
mary mission, and you won't have the luxury of 
time then! 
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You'll begin the stage behind the wheel of the armored 
Skyfall dune buggy. You won't have trained with it before 
this, but don’t worry. Follow the RDUs over the bridge and 
the hill until you reach the J-Bomb. Switch vehicles and use the 
high-flying robot to clear the path ahead of the carrier. When 
you've finished, you'll still have time to activate the Communication 
Points. The point on the right side of the stage is on a mountainside 
ledge. Let your jets recharge fully before you set toreachit. 


Only the J-Bomb can 
reach the silver 
spheres floating over the 
bay. We haven't identified 
these objects or their pur- 
pose, but they're worth $5,000 
each in demolition fees! There's 
also one hidden under the bridge, 
near the ship. Speaking of the 


ea - i Ballistai i- 
The Skyfall buggy has no You can just skim over A well-placed stomp can a ee anne oniyiver 


chance of completing the — smallobjectstodestroy _—_ destroy entire buildings, 
mission. Use it to get to them, but big buildings will but you have to hit just 
your real ride! require more force. the right spot. 


To find the vintage car, fly the J-Bomb to the upper left 
5 corner of the stage to a hole in the cliff above the 
Es 4 seashore. Follow the tunnel to an undersea chamber. You 
\P can switch to the car and follow another tunnel back to dry 
b land. You must do this if you want to find all the RDUs. 


The J-Bomb is one of the most eff icient (and fin) 

vehicles in the corps! Press A to activate your jet A, 

pack and steer with the Control Stick. V When “ 

you're over the’ target, press B for a :super- 

powered stomp. The amount of damage will 

depend on the ,. 
size of the 
building and 
the location of 
your strike. For 
best results, 
aim for the 
exact center of 

_ astructure. 


Most of the structures around Carrick Point are 
long, low storage sheds, a seemingly ideal set- 
ting for the Sideswipe vehicle. If you really want 


to insure your success, however, we recom- 
mend using the Thunderfist robot instead. The 
Thunderfist can destroy entire city blocks with 
just one of its acrobatic roll attacks, putting the 
poor Sideswipe to shame. Of course, if you want 
a real challenge, you can still opt to go with the 
default vehicle. If you do, be sure to collect lots 
of blue battery packs as you advance through 
the stage. 


BLAST SEQUENCE ——— 


To take the easy way out in this stage, drive the Sideswipe up F 
and right around the port to the Thunderfist. Switch vehicles A) 
and make your way quickly down and left to clear the storage 
sheds off the bridge. Now make your way to the semi and the goal. 


You'll start off behind the — The Thunderfist will make — The Thunderfist 


carrier this time. Head short work of this stage. needs a step or 
around the right side of PressAorBwhilemoving _ two of clearance to 
the port. to execute an attack. start an attack. O 


@ BALLISTA BLOWOUT 


The only task you will want to use the Ballista for here is to sink 
the ee ship. This is a good opportunity, however, to get 
; used to the cycle’s sensitive steering and 
small turn radius. 3 


guessed, the 
ship and the ( F 4 4 & BA 
groups ofcrates = |= 
count towards 
the total number a battering-ra equire new batteries co 
of structures ina 
stage. 


dh 
N 


The Blackridge Works stage brings you full cir- 
cle, putting you back in the driver’s seat of the 
Ramdozer. You'll begin behind the transport, 
but you'll have plenty of time to clear the path. 
In fact, you'll discover that you can often get 
away with destroying only part of a building 
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The transport will run in a perfect- 


ie a) ee 


‘ 7 = ly straight line from the start to z 
instead of the whole thing. The transport isn’t the goal at the Blast Corps =| 
all that wide, and if you follow the dotted line semi, and so should you. Just = 

a power down the street and make Bs tian 
on the map, you'll see that you could probably your own road through the factory! 


leave the far right sides of the first two 
buildings and the left-most smokestack 
intact, if you’re pressed for time. 


@ THE CYCLONE 
SUIT 


The Ramdozer will be more than 

enough to take care of this stage, but you 
can try the acrobatic Cyclone Suit on for 
size. The suit is in plain sight on the right 
side of the stage. Once the transport is 
safely on cs way, 
strap in and use it to 9044023 
trash the rest of the re 4 $3044023 
factory complex and 
complete other sec- 
ondary tasks. Most 
of the Blackridge 
Works survivors are 
in the upper left 
buildings, and you'll 
find a good number 
of RDUs in the 
vicinity as well. 


If you have only alittle Using these stones as 
time, just clear out the ramps will add lots of 
parts of this building right | power to your ramming 
next to the pond. attacks. 


i 


Press A while ‘moving to send the 
Cyclone Suit into an acrobatic tumble. 
While this attack is very powerful, it’s 
also impossible to control once 
you've unleashed it, so aim careful- 

ly. Try to line up several targets in 

a row and make sure the trans- 

port is somewhere far away! 


ue mA THE CORPS WILL BE BACK FOR MORE 


4 Like the troopers they are, the Blast Corps will be back next 
month for more explosive excitement. We'll blow the lid off of 
more stages, secrets and exclusive strategies! 


eports filtered in for 
months. Subversive 
elements at Interplay =" 
were at work once 
again on a Clayfighter game, only this time 
it was going to be for the N64. 
At Nintendo Power, we grew con- 
cerned. The original 
Clayfighter games par- 
odied serious fighters. 
They poked fun, they 
teased, they taunted. 
We wondered if there 
was a hidden agenda? A 
conspiracy? Did they 
secretly want to destroy 

the very fabric of fighting games in our soci- 

ety? We had to get to the bottom of the mys- 
tery, to protect gamers everywhere. We 
began our investigation by plugging 
in the alpha 


7 WAVE A BONE To 
: Sie’ with You. 


63'/; we had re- 
ceived from Interplay, we then 

questioned the game’s leading conspirator, 
Jeremy Airey. Here’s what he had to say. 

Power: Does anybody get what Clayfighter is all 
about? (Jeremy worked on 
all the past Clayfighter 
games and is the 
world’s leading expert on 
clay combat, sometimes 
referred to as clayplaytion. 
He is a gamer and pro- 
grammer who got his start 
in the quality assurance 


ye. 
eres) games that people 


WEY, SPTNALTAP. 
Ber you CAN'T BEAT 
Ts CoMBe- 


department at Interplay. You would 
think he would know better.) 

y: Sure, | 
think people get 
it, But we 
learned in the 
first Clayfighter 


didn’t just want the 
parody. They 
wanted a solid 
’ fighting engine, 
too. It’s the 
same with other 
games, like Mortal 
Kombat. The shock value of blood flying 

everywhere wears off. 
Power: So, are you suggesting that there is 
more to fighting games than copious 
amounts of spilled bodily fluids? 


Innocent maquettes like this one are used to 
animate Clayfighter 63 '/s. When will these pro- 
grammers learn that puppets have rights, too? 


version of | ‘ >, x iar’ 
Clayfighter ASS va) On - Airey: Yes, buckets of blood and 
es” 


gore get boring after awhile. We want to 
make a game that stays fresh. 
Power: Ah, but isn’t it true that Boogerman 0\ 


(* 


appears in your é 
game? How —$__ & oo 
fresh is that? SUNNNY--; 

Airey: It’s 


true that 
Boogerman stinks. But it’s a fresh sort of 
grossness. We think this sort of thing works 
better than gore because each character has 
something unique and funny to show. Actually, 
we love the other fighting 

games. We borrowed the best | 


stuff from them, then put a spin on it. I’m a huge 
KI fan, for instance, and in 
Clayfighter — you'll 
find a kind of. 
tribute to 


TT’S MR. BLo® 
To you AND 7 CAN BE 


| in all the combos we've included. 
Lame Combos. Stupid Combos. 
Retarded Combos. 2,000 hit combos. 
And the animation is great. In one 
case, you even have a kitchen sink 
drop on your opponent's head. Of 
= course, that only happens 
e after everything else has 
, - @ dropped on him. Get it? 
uae aa Power: Yeah, we get 
it. It’s a clever ruse 
to deceive fighting 
fans with familiar 
gags. Before you 
know it, Kl and MK 
players will aban- 
don the arcades to 
hang out in stand 
up comedy clubs. 
Well, not on our 
watch, mister. 
Airey: You've got it all wrong. Clayfighter 63'/, is 
not just about the humor. It’s a strong fighting 
game that just happens to use slapstick rather than 
drama as the visual medium. Let's talk 
about the engine. 
Power: Okay, let's. You’re using 
3-D backgrounds in the game, 


You've usT MADE iT 
ONT MY NAVEHTY 
LisT. 


which suggests to us that 
bs you don’t think 2-D is 
, good enough. Well, it was 
good enough for Street 
Fighter II. 

Airey: Things change, 
you know. KI Gold had a limit- 
. ae ed form of 3-D 
AW | ‘ 4 backgrounds. 
AN | | eal We just took 
SME OS© it a step fur- 
ther. In Clayfighter, each player can control the 
camera, moving the viewpoint around the com- 
batants. Since there are all sorts of objects in each 


ANYTHING AT ALL. 


area, we put bounding boxes around the charac- 
ters to control the locations of the camera. The 
result is that you always have a 
good view of the action. 


WHAT 7S THs 
GEREN BLoB& 
7 SEEP 


In some cases, you 
might even look 
through objects that 
become transparent. But 
the most unique part of the 
game is what we call the breakthroughs. 


Power: So you're claiming that these break- ~ 
N 


throughs are a breakthrough? 
Airey: — What's 
new is that each 
of the areas in 
the game has as 
many as four 
breakthroughs. 
What happens is 
that if you're in 
the right spot, 
you can force a 
breakthrough by 
using a designat- 
ed move on your opponent and knock him 
through a wall or door. At the moment of the 
reakthrough, an animated sequence begins. The 

view switches to the new room and you see the \ 
hit character you hit come flying into the room \ 
with pieces of wood or whatever he crashed 
through. Then your character comes leaping after 
him. Each of the areas will have active objects in 
the room, as well as things that you can smash. 
Power: We suppose that might be fun, if you like 
smashing innocent objects. So, what are some of 
these areas? 

Airey: Well, there’s 
Boogerhenge _ for 
one. It’s sort of 
like the Stone- 
henge scene 
in Kl. 

Power: “Sacrilege 
Airey: Calm down, 
it’s a compliment. 
Another area is a 
toilet bowl where 
you fight on the 
rim, trying to knock 
the other guy in. 
There’s even an 
area that might 
remind you of 
Disneyland. You know, 
that stretches like that 


. 


SUCH TMPUDENCE 
WiLL NoT Zo 
UNPUNISHED. 


" 


with a room 
room in the 


s) 

v 

Y Haunted Mansion, and another area with really 
/ cheesy animatronic pirates. 

2 Power: So, 
dragging Disney into 
it, too. | suppose 
you're putting Mickey 
Mouse into _ this 
mockery of a fighting 
game, as well? 

y: Of course not. 
But there are five hid- 
den characters in 
addition to the regu- 
lar twelve, plus lots of cameo appearances. 
You're going to be pretty surprised by 
some of them. 

Speaking of 

Disney, we 
used a Disney 
sound direc- 


} tor when we recorded the 


you're 


3 
WAT Bo ‘You WAV 
W THAT 7 DON'T 

a WAVER 


voice lines in the game. 
The talent included 
Rob Paulson of Pinkie 
and the Brain, Frank 
Welker from The Lion 
King and Dan 
Castellaneta who is the 
voice of Homer Simpson. 
Power: You call that talent? 
Airey: Yes. 
Power: Okay, we'll grant you that. 
But what do they say? 

rey: That's the best part. Instead ys 
of just calling out moves when 
they happen, our characters taunt 
) each other during a fight. Then, 

when 

they're hit, they com- 
plain and yell. We’ve 
included 30 to 40 dif- 
ferent voice lines for 
every character. 
Power: How about 
moves? If — this 
game is a real 
fighting game, as 


Fm special moves. 
- AT CAN : 
Be CHANGED. 2y: You're right. We have 


tons of moves. | already men- 
tioned the combos, but we wanted 
to include Claytalities, as well. In MK, the big 
thing about the fatalities is to see how many body 
parts you can sever. Instead of that, we use funny 


2 
) 
, & 


~~ 


MoRE Ls 
AIN CE 
eal AN ARMS FoR NE 


you claim, you'd better have lots of 


animation sequences. Boogerman 
finishes opponents off with snot and 
Sumo Santa drops a giant stocking 
over their heads. My favorite is 
the Zappa Yow Yow Boyz. r 
When you do one of their : 
Claytalities, they surround the “W 7 —~ 
opponent, throw him to the a 
ground, then run around pok- 
ing him and jumping on him until 
they carry him off on their shoulders { 
to a giant soup pot and throw him in, Wy 
stir him up, then pop the lid on. Talk 

about a finisher. 
So, you’re a 


Power: 


Bae 
& advocating cannibalism & hs 
in your game. 
n your 8 1 a 
y: Not at all. The char- Ss 
acters are all made of non- g 


nutritious clay. 
Power: Are they indeed? 
Airey: It’s like this. After we 
decide on a character and 
sketch it out, we have 
these sculptures made 
called maquettes at a 
company called Danger 
Productions. Great name. 
Then plaster molds like 
dentists use 
are made and a 
final figure is 
created of 
clay and 
foam or wire. 
We also have 
an armature 
built with ball 
sockets so that we can 
move the parts around 
during filming. 
Power: You film theman 
Doing what? 


THINE- 
Airey: Moves from the 
game. Danger uses “stop-motion pho- 
tography with backlighting to form 
a character with a nice outline. 

That makes it easier when we dig- 
itize the animation. We direct Danger in the 
filming of all the regular 

moves, all sorts of @ 


Don’ T 
MY WRPLEA MASSES. 


Claytalities and other “alities” per 
character, all the combos, break- 
throughs and special animations. 
Then, once we have the 
digitized animation in- 
house, we go to work 
with our special script- 
ing tools that let us put 
sound, animation and _ triggers 
together for each of the fighters. 
We can design a fighter’s complete 
array of moves in a matter of days. 
Power: And | suppose you're 


proud of that. 

>) RTY Airey: Very 
t proud. We're 
pretty proud of our 
chunks, too. 

Power: Hey, this is a 
respectable magazine. 
Airey: Chunks are the 
bits of clay that fly off a 
character when it’s hit. 


Other games use a 
spattering of blood or 
impact stars. But since 
{ Clayfighter is 3-D, the chunks are thrown off into 
3-D space—some of them actually seem to fly out 
toward you. We’re also using spillits, which are 
items that spill out when a fighter gets thrown. 
When Houngan gets thrown, for instance, 
chicken bones 


tumble out. 


Power: So, what does Boogerman 
ou 2 
rey: : You don’t want to know. 


cel Ber Fry 


you DARE fouew 


Power: Sounds like a cover-up. 

Airey: There are supposed to be lots of surprises. 
Secret characters and stuff like that weird guy 
who appears at 
the bottom of the 
screen in’ MK. 
One way to 
access special 
things is by 
repeating = con- 
troller patterns. 
The game recog- 
nizes that you're 
using a pattern 
and, in some cases, rewards you with a secret. 
For instance, maybe the Lost Vikings will stumble y 
into the game. 

Power: The Lost Vikings! We love those hairy X 
guys. Okay, then, if this game is really on the up- 
and-up, when can we play it? 

Airey: It should be released by June, that is if we 
take enough time off from playing. Mario Kart 64 
to finish it. The entire development team: 
Brian Mclnerny, Eric Hart, Rodney Relosa, Kirk 
Tome, Didier Malenfant and | spend every night 
in Kart battle mode. 

Power: Well, that changes every- 


thing. Thanks very 
readers, we x 


okay in our book. 


much for your time, 
Jeremy. You're 
or the 
ss benefit of our 
would just like to add_ that 
Clayfighter 63'/, looks terrific even 
at this early stage. 
In its 
form it will run at 


finished 


60 frames per sec- 
ond and have 
more variety than 
any other N64 
fighting game to 
date. It may mean 
the end of civi- 
lization as we 
know it, but at 
least we'll have fun going down. 


s @ | 


In the beginning, 

: your fists and pistol 
are your only defenses, but strewn throughout the demons’ lairs, you'll find 
more powerful and specialized weapons. The Super Shotgun’s the most reli- 
able weapon, since it packs a powerful blow at close 
range, and spreads its damage out over long’ distances. 
Rockets are also good for long-distance fighting, but if 
your target’s too close, you'll be damaged by. the blast. 
The BFG 9000 is the meanest of your arsenal—it takes a 
while to charge up, but it launches a wave of mutilation 
across the entire screen. 


“What the !@#%* is this!?” you 
exclaim as you pick up the ominous- 
looking rifle. It's the new weapon 
exclusive to Doom 64, it's wrapped in 
flesh, and it unleashes searing beams 
of lasers. 


j 
~The demons 


infesting ltems 
Doom 64 want to take you down, so you'll thank the 
heavens for the helpful items hidden in the domain. 
Security Armor is worth 100 points of shielding 
power, and Combat Armor is worth 200 points. Combat ( Blur 
Medkits, Stimpacks, Potions, and Soul Spheres Armor Artifact 
keep you healthy. The Blur Artifact cloaks your Medkit or Soul 
presence. Spiritual Armor protects you magical- Stimpack Spheres 
ly, while the Megasphere magically boosts both 
your health and protection. The ultimate item, Hoon ; Invulnerability | 
however, is the Invulnerability ‘Artifact, which aaa Artifact 


grants you temporary invincibility to fearlessly | : 
go head-to-head with any demon. Switches 


Security » Spiritual 
Armor © Armor 


Megasphere 


® NINTENDO POWER 


DOOM 64 


Life after Doom? Midway thro 
you out of the frying pan straight 
into the fiery depths of Doom 
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6H, a ghastly netherworld of 
over 30 new levels festering 
with revamped demons and 
weapons. You're a marine bent 
on stopping Armageddon, and 
luckily for you, we're your guid- 


ing light for the first ten levels. 


DOOM ™ & ©1993, 1997 Id Software, Inc. 


Strafing’s the best way to dodge the demons’ firepower: When a monster shoots xy ie 
at you, sidestep the attack by strafing left or right. Hold down the left or right 2B LC 
strafe button and tap the Control Stick in the opposite direction to walk in a 
circle, facing the center. Use this move in arenas or big rooms to 
keep enemies spinning in place in the center of the 
area. Whenever the demons turn to face you, 
you'll be arcing away from them, while keep- 
ing them in your crosshairs. Strafe around cor- 
ners, too, so you're not walking blind. It may be 
hard to simultaneously fire and strafe using the 
Controller default setup, so reconfigure strafe left 
and right to the C buttons or A and B buttons. 


‘ Doom 64 is filled to 
the brimstone with mon- 
sters, but your Super Shotgun should take care of 
them. Zombies and Imps are great targets for 
your Super Shotgun, and if you line them up, you 
can shoot through two or three with one shot. 
The hovering Cacodemons freeze whenever 
you hit them, so use a quick-loading weapon 
to ground them before they spit fireballs at 
you. Lost Souls are fast, and your rapid-fire 
Chaingun makes the perfect foil. Save your 


A few hits from the Hell Kisgite Nebel ammo on the Bull Demons and Spectres, 

will turn you to marine dust. Counterstrike . A 

with your Rockets or Super Shotgun. If you thoushi:fhey can attach ply at point plane < 

hit him three times, he’s out. range, so shred them with your Chain Saw. eee oom 
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@ Zombies greet you with 
Shotgun fire as soon as you 
enter Area 1, so arm your pis- 
tol or shotgun, then open the 
northeast vent to get the 
Security Armor. As soon as 
you board the conveyer belt, 
shoot east at the soldiers 
who appear in the alcove. 
‘ Tread north on the conveyer belt and 
©) glide to the Switch on the north wall. 
4} Flip it to reveal the northwest Secret 
Area housing the Chain Saw. 


2) Once the elevator lifts you to 
Area 2, take the third left to 
claim the Blue Key. Flip the 
Switch to open the Secret 


Area by the blue arrow on 


@ Use the Blue Key 


) With Chain Saw revving, flip the 
Switch on the wall west of Area 4. 
Quickly spin around to shred the oncom- 
ing herd of Bull Demons, then trip the 
Switch in the east corner of Area 4 
to open Area 5. 


The floor lowers you to 
a Secret Area. 
Revitalize there and 
consult the computer 
on the north wall. 


>| End 


More Bull Demons 
lurk inside Area 6, 

@ sokeep your Chain 
Saw fired up. Stock 
up on the Armor 
Bonuses behind the 

northern partition, then 
arm yourself for the Imp 
guarding the Exit behind 


eeeeg, the map. Hurry to the area to 
ir get the Berserk, then 
J) head to the west side of 
Area 2. Many of Doom's 

Secret Areas will look out of 
place to a keen marine. The yel- 
low arrow points to the wall with 
a pattern that's slightly different 
from the other walls. Activate the 
wall to find the Mega Armor. 


the east door. 


the area, including some in the cells. 
Stand on the platform facing the east 
side of the pillar. Jump inside and hit 
the Switch, then run to the elevator 
in the northwest corner of the room. 
iui A Supercharge is on the top level, 
') 1" and on the bottom is a warp that 
~ teleports you to the Start. 


toenterRoom3. ~~ 
A Zombies patrol 


{ @ Grab the Chaingun by the west 

) wall and work your itchy trigger 
finger, because you'll soon be 
rushed by demons. 


@ Find the light at 

the end of the tunnel by hitting 
the Switch in Area 2. When the 
lights turn on, Mega Armor will 
appear in the center of the room, 
and soldiers will close in on you. 


@ Strap on the Backpack and flip 
the Switch in the center of the 
room. The Blue Key will appear, but 
every time you try to grab it, it'll tele- 
port to one of the corner boxes. To 


lower the box that the Key finally set- Hit the 
tles on, hit the Switch in the east Switch in 
alcove without computers in it. Then the Red Area 
run for the Key. just west of 
Room aed 
ie, proceed cau- 
( i =) kK H tiously through 
@ Atroop of sol- eo ats the Area 6 hall- 
diers prowls A Yay 1 ————— way—trigger- 
around the cluttered Mm 0000 happy guards 
Drop to the lower In the hall with maze of boxes, so cau- . cog 87 = occupy the cells. 
4 levellandislowly ass spinning yellow tiously strafe about the XOX i (es @ <i 
— 


area. Trip the south wall 
Switch and use the 
teleporter to reach the Imp 


the flashing blue lights to 
activate the pile-driving 
ceiling. To keep from get- 


lights, touch the 
north wall’s west- 
ernmost panel to open 


ting pounded, run to the the west area. Get the eke. ea 

yellow light. When you Supercharge by the yel- - ¥ 

get across, you'll find the ious arrow, jump Switch, then warp back to 
through the fence hole, Area 7 for the Yellow Key. If 


you need Rockets, search the 


Red Key. 
n southeast Secret Area. 


and get the Goggles by 
the blue arrow. 


@) swrenoo Power 


@ Shoot the guards and pick up the Super 
Shotgun in the room's corner. Station your- 
self facing the north window for a clear shot at 
the Imps outside. Their fireballs won't reach 
you, so exorcise the demons by firing your 
Super Shotgun at them. Trip the Switch on the 
south wall and quickly go back up. The east 

ee, and west walls will 
drop, and Imps will 
flood the room from 

both sides. 


@ The blue arrow on the map points to the 
Secret Area where you'll find the Partial 
Invisibility Sphere. It looks like there's a wall 
there, but it’s just an illusion, so walk through 
it. At the yellow arrow, you'll find another illu- 
sionary wall, this one concealing the 
invulnerability 
Sphere. Climb to the 
center of the room, 
then head to the 
giant pedestal for 
the Blue Key. 


@ You'll start Level 4 facing a 
Switch. Open the Secret Door 
‘behind you, walk onto the 
plank, then shoot the guards 
in the cells to the north and 
south. Grab the Berserk, flip 
the Switch, sock it to the Spectres, 
and power up with Health Bonuses 
in the corners of the area. 


@ Get a jolt of energy 
from the Supercharge 
in the south hallway 
that leads to Area 2. 
The trio of Switches 

in the northeast room opens 

the west side of area 2 and 
alerts Spectres to your 
presence. Hack them with 
your Chain Saw, then hit the 
three Switches in the northeast room. 


@ Clear out.the Imps at the top of the 
Stairs and walk the perimeter of Area 
3. The central room will open, and Imps 
will attack from within. Shoot the bobbing 
Switch in the central room to reach the 
Chaingun in the dumbwaiter flanked by the 
stairs. Jump down from the northwest 
ledge armed with your Chaingun and bury 
the patrolling Lost Souls in bullets. Grab 
the Blue Key in 
the southeast, 
and activate 
>| the northwest 
corner for an 
-| elevator ride 
| back to the 
top. 


End 


The yellow 
arrow points to 
the only active 
screen in the 


Activate thefrozen screen on the east wall to 
reveal the Secret Area by the yellow arrow. Flip 
the Switches on the north 
and south walls of the cen- 
tral room, then warp to the 
upper level. Check the 


Secret Rooms by the blue room. Touch it 
arrows, then hit the Switch to open up the 
on the ledge to expose Lost room behind 


Souls and the yellow key. you. Try on the 
suit of armour 
hidden inside 
and exit to 
Level 4. 


The east Switch in the central area 

makes the Red Key appear in Area 
2, and the west Switch opens the 
Secret Room to the north. Listen as you 
pass the threshold of the Secret Room, 
and you'll hear the southeast Secret 
Area open. It's open briefly, so run to it. 
Inside, you'll : 
have a clear 
shot at the 
Imps in the 
next room. 


e@ Power the computer by the arrow to expose two Secret 
Rooms. Hit the four Switches in the order shown on the 
map. The pillars will lower to bridge the north and south 
@ sides of the room. From the northeast room, warp to the 
bridge. An alternate Exit to Level 29 is at the other end. 
It's uncharted territory, so if you go, you're on your own, sol- 
dier. We'll tell you that the domain is seething with demons 
looking for a few good marines that 
they can bleed dry. The new laser 
rifle is also there, but you might 
want to stay on course and exit 
through the blue door to Level 5. 


@ The Imps in Area 1 are 
eager to greet you 
with fireballs, so introduce 
them to your Shotgun. The 
Imps also like to hide in the 
north end of this area, so 
strafe around the corner. 
When the coast is clear, flip 
the Switch to open door A. 


On the hard settings, a Baron of Hell 


() Keep an eye (and a Chain 

‘ Saw) out for the transparent 
Spectres near the entrance. 
Shoot the oil drums by the 
east wall; the chain reaction 
explosion will blow up the 
south room Spectre. Blow 
away the Lost Souls in the 
south room and activate the 
elevator. Ride it to the top 
level and hit the Switch in the northern- 
most cell to lower the Yellow Key in 
Room 3. Jump off the north ledge, head 
east, enter the large north room, and 
trade gunfire with the Zombies. 


@ As soon as you open the door, demons 
will close in on you from the'south and 

west. Blast them from outside the doorway 

and strafe to sidestep their fireballs. Follow 

the stairs to the southwest corner and enter 

_ the lighted 

area to claim 

the Yellow Key 

and reload 

>) with the 

} ammo. 


Doom’s shrouded in darkness, so let 
the light be your guide. A square of 
light shines on the floor in the center 


43) attacks you. Fire Rockets at him and use 
the strafing technique to keep him in the 

175) middle of the room. Don't let the Baron out 

| a ) of the big room, or he'll back you into the 


of the room. Stand in it and shoot the 
vent on the east wall. The floor will 
elevate, raising you to the level of the 


“= smaller rooms, leaving little space to 
avoid his fireballs. After your battle, hit the 


Switch in the small east room below and warp to 


the Exit. 


The shortest distance betweéiiwo 

points is a straight line. Heed these 
words when trying to reach the teleporter 
from the southeast warp Switch. The 
Switch powers the warp for only a few 
seconds, so quickly maneuver through the 
center area to the teleporter. If you don't 
bump into any walls, you'll reach the tele- 
porter in time to warp to the room south- 
east of Area 13. 


a) Shoot the skulls guarding the 
stockpiles of inventory. Activate 
oomg crate C to reveal the Switch by the 
{TT p) arrow. Flip the Switch so the north- 
“4 east crate will lower. Run to its 
spot, and when 
it lifts you up, 
leap onto the 
mosaic of 
crates and grab 
| the supplies on 
top of them. 


@) nwrenoo power 


pe 


VA 


Strafe around the 
corner to nix the 
Spectre. Open 
the panel under 
the vent by the 
arrow. Follow the 
stairs in the Secret 
Area to the Armor. 


=>; 


The center of the pile 
driver is hollow and 
safe, and it has the Blue Key. 
It's easy to get flattened, so 

use your Map for guidance. 
When the block hits the 
floor, switch to your Map and 
move the triangle completely 
inside the center square. 
Lost Souls attack when you 
get the Key, so use a gun that 
won't kick you back into the 
pile driver. 


south vent. Shoot that vent to temporarily 
lower the barrier blocking the 

- Supercharge. Get 
the Supercharge 
and flip the south 
Switch to open 
Area 5. 


5 Clear out the troop of 
Zombies inside Room 
5 and navigate through 
the maze of chambers to 


Room 6. 

6 One thing leads to 
another, and one 

Switch affects the 
other. Flip the Switch 
on the north wall to 
unlock Room B. Enter 
Room B with your guns 
ready to bust the Lost 
Souls. When the Souls 
have lost to you, trip 
Room B's Switch to 
open the west door 
back in Room 6. 


@ Slowly approach the trench that 
crosses the hallway. Your move- 
ment will make the ceiling blocks 
pound up and down. Run quickly or 
you'll get hung up in the trenches and 


wind up flattened. 
® The Switch in 8 is easy to miss, 

since your back’s to it as you 
enter. Shoot the soldier, turn around, 
and then flip the Switch on the 
northwest wall to free the Red Key 
in Room 4. Head east from the plat- 
form and 
strafe around 
the corner to 
surprise the 
demon south 
of you. 


@ From Room A, clear out the demons stationed in the 
stairwells and upper alcoves. As soon as the elevator 
to Area 1 reaches the upper level, fire your Chaingun. 
. Hit the Switch at the end of the hall, then hit the 
Switch in the center room. Quickly drop to the right of 
the stairs and use them to shield yourself from the Hell 
Knight that appears to the southeast. Grab the Key and 
run to the yellow arrow. Shoot the Lost Souls in the 
Secret Room and the soldiers in the adjacent room. 
From the doorway, dash to the cell for the Megasphere. 


When you enter, you'll drop to the Spectre-filled colise- 
um floor, so motor up your Chain Saw. Skim along the 
north wall to ascend the stairs. At the top, warp and 
run west across the pillars to hit the Switch. Jump 
from the west pillar to the northwest cell and flip the 
. Switch. Quickly run through the door 
Switch again. Then } at the blue arrow. Follow the hall to 
hit A’s corner ‘ the Supercharge and hit the Switch. 
Switches to forma fii Return to 3 for the Blue Key and Armor. 
i] 


Hit southeast 
A’s upstairs 
Switch, Room 2's 
Switch, and then 
southeast A's 


bridge to Area 3. i With Shotgun ready, face the Hell 
1) Knights behind the blue door in A. 


(©) The middle platform elevates when you 
stand on it, so avoid it until you've beaten 
2 the demons. Flip the Switch on the south 
| wall to open the west door, then station 
“=== yourself at the east doorway and launch 
rockets into Area 4. 


a) Activate the north panel opposite the static-filled screen. The 

Secret Area will open up, leading to the Imps’ cells, which also 
imprison a Rocket Launcher and Rockets. Station yourself in one of 
the cells and clear out all the Imps. 


@ Stand on the platform and leap onto 

the ledge along the computers. The 
yellow arrow points to an illusionary 
Computer: The Computer Map behind it 
will help you get your bearings. 


@ Switch 3 briefly raises the barricade 
blocking the Armor in Room A. Every sec- 
y ond counts, so quickly back up to the end 


of the hall after hitting the Switch 
instead of turning around. Using the map 
to navigate may help, too. 


@) You can’t leave until 
you defeat the Imp 
and Hell Knight, so arm 
yourself and fight from the 
stairs. After you defeat 
them, hit the southeast Switch and take the 
west stairs to get the Red Key in Area C. Hit 
the Red Switch - —— 

southeast of 7, 
and you'll open the 
Exit and summon a 
Hell Knight. 


@ The computers often offer 
clues. Flip the Switch, then 
use the computer to see what 
the Switch activated. The 
screen will reveal that the Blue 
Key is now available in Area 5. 


@ Grab the Blue Key and wait 
for the wall to recede. The 
Secret Area behind it hides a 


Supercharge. 
® Watch your right side when 

@ You'll seal your doom Head south from the blue door. At “hai Liana — : 

if you enter the cell to the end of the corridor, activate the Noscentlthe west stairs and“ 
fight, so stay in the door- elevator. Open the west wall on the collect the Armor Bonuses. The 
way. Shoot the Imp to the ground floor to enter Secret Area 7. Then = halls of Area 8 are flooded with 
east, grab the Plasma Gun ride the elevator up to the teleport and radioactive waste, so walk along the 
at the end of the cell, then —_ warp to Room 5. Turn around and hit the west ledge. Put on the Radiation 
retreat to the doorway to Switch south of you. The screen west of Protection located at the yellow arrow 
fight more demons. you shows that you've opened up Area B and activate the Switches at the ends 


where the Yellow Key sits. of the hall. © 
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—— Final Outpost f A coven of Lost 
Be 4 Souls haunts the 
= Secret Area east of the 
; Sma Chaingun. Flip the Switch 


@ Ready your guns, @ Prepare to be in the entryway and back 
because once you hit ambushed as you go up. A Lost Soul will 
the Start Switch, the room for the Chaingun at the end attack you from the south 


will open up, and you'll be of the hall. The floor drops room, as more attack you 
center stage. An audience you down a level before head-on. The Switch by 
of Zombies will shower you you can reach the gun, and the yellow arrow opens 
with bullets. When the a soldier will blindside you the exit. 

fight's over, step on the from both the east and 

dim red light to lower the west. Here's hopin’ you're 

elevator. quick on the draw. 


@ Shoot the Imp through 
the window by the yel- 
low arrow and hit the Switch 
south of you to open the east 
room. Two Imps will storm 
out, but we'll take the sur- 
prise from their attack by 
“| representing their starting 
| points with the two squares 
on the map. At the east wall, 
flip the Switch. 


If you attack the Imps by 

chasing them down the ledge, 
you're doomed to fall into the lava 
below. Instead, stand in the yellow 
doorway and lure the Imps toward 
you. Once they're gone, a battal- 
ion of Hell Knights will mount a 
counterstrike, so stay in the 
doorway and launch your 
Rockets. 


® Go down the zig-zagging hall to the west to 
enable the warp, then teleport to Area A. 
Grab the Blue Key north of the warp and head 
WwW to the red stain at the white arrow. Open the 
wall for the Armor, suit up, then warp back 
| | | to Area 5 to open the blue door. 


@ Power up with the 
Supercharge, then prepare 
for a wrathful Hell Knight to 
materialize and challenge 
you. Arm your Super 

Shotgun instead of your Rocket 

Launcher, because the confined 

space forces you to fight at 

close range. 


3B The Yellow Key sits ona 
pedestal in the south room. 
The two Switches are decoys. 
To lower the Key, touch the 
square yellow light on the 

east wall of the hall. 


[ 
@ To reach 7, hit Switch B, warp from 5 
to A, then run to the north platform- 
elevator. Open the red door and lure the 
Hell Knight to the foot of the stairs. Launch ‘GS 
Rockets at him from the top of the stairs. 
Hit the Switch east of the 7, and look into 
the west computer to see which pillar the 
Plasma Gun rests on. Go to the south room 
and activate a 
pillar to lower it. 
You have two 
tries to lower 
the Plasma Gun 
pillar, so check 
the computer for 
guidance. 


Area 6 begins 
as amaze. Hit 
the Switch at the 
yellow arrow to make 
the maze's walls 
recede and the Imps 
attack. Flip the Switch at 
the blue arrow, shoot the 
responding Zombies, then arm 
for the Baron of Hell, who'll bombard 
you to pieces if your strafing isn't perfect. Hit the 
Switch at the south end of the exit hall to get the 
Red Key. Keep your Rockets handy, though, because 
a Hell Knight will ambush you. 


@) swrenoo Power 


@ The level names get gorier 
beginning with Level 10, and so 
does the action. Open the east and 
west doors and shoot the awaiting 
Imps. The yellow arrows point to the 
Secret Rooms that open when you 
pass the east or 
west doorway. 
After visiting the 
Secret Areas, 
return to the cen- 
ter room and take 


)) Trip the Switch in the entry 
corridor. Get the Energy Cell in 
om, the Secret Area behind the 
+) gargoyle painting at the white 
~~ "" arrow. Hit the Switch 
between the curving staircas- 
es to get the Yellow Key south 
of you. Go west and shoot the 
Spectres hiding around the 
corner to the north. 


Arm your Rockets before hitting the Switch, because 
when you do, you'll be in the middle of an arena, in the 
crossfire of missile-launching Mancubuses. Blast 
“em into hamburger, run to the center, and fire at the 
next wave of demons. Lure them out of the hallway 
so you can use the halls for shelter and fire from the 
windows. When they're gone, Barons 
of Hell will attack. After you beat 
them, nab the Invulnerability Sphere in 
the center of the arena. Mancubuses 
will then pour out of the hallways, but 
since you'll be briefly invincible, fire 
Rockets into them at point blank 
range. Go to the outermost hall to 
restock your supplies. Stay close to 
the walls, though—the corners are 
booby-trapped to shoot darts down 
the middle of the hallway. 


out the Bull Demon. 


The Bleeding 


@ Hit the Switches at the tops of the triangle stair- 
cases. Beat the Knight at the top of the southeast 
stairs. Stand at the green spot on the map to open the 
south room. When the room's 
floor lifts you, back up 
against the north wall and hit 
the panel east of you to open 
the southeast area. Hit the 
Switch at the blue arrow. 

4 From the north end of the 
terrace, combat the demons 
in the courtyard. 


Area 4 looks like a serene oasis, but it's not. A 

Spectre waits on the waterfall. Climb up and blast 
him, follow the river north, then fire at the Barons below. 
Jump down, hit the inlet Switch, and warp. Wade south, 
west, and then down the waterfall. Flip the Switch in the 
northwest alcove, and, 
in the other alcove, grab 
the BFG 9000. Be ready 
to use it, because a 
Mancubus will threaten 
you from the south. Nuke 
him and head back to the 
entrance of Area 3.A 
freak show of demons 
will be poised for attack 
outside, so open fire as 
you open the door. 
You'll now be 
ready for Level 11, 
but this is all the 
recon info we have 
for now, so hang 
tough ‘til next 
month, soldier. 
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Advertising & Invisible Players 

We have a slew of great codes for you this month, starting 
with a couple of fun tricks for Wayne Gretzky’s 3-D Hockey. 
We know we've had hockey on the brain here at Classified 
Information for a few months now, but who could blame us, 
with all of the cool stuff we’ve received from Midway and 
from fans! These Gretzky tricks came to us via the Nintendo 
Power Source site on the World Wide Web. Thanks to all the 
cyber surfers who sent these in! 


Sneaky Ads 


Press the Z Button on any non- 
gameplay menu screen (e.g., 

( the Records menu screen). 
You'll see a company logo 
scroll across the bottom of 

Pa the screen. Keep pressing Z to 
see other logos. 


» WAYNE GRETZKY ~ 
HIGH SCORES i> 
TEAM STATS 4 

y CTLR PAK NOTES 

CTLR PAK STATS «1 J) 


Invisible Player 


Pause the game during the 
opening face-off and select 
Replay. Press the L or R Button 
to select a player. As the play- 
eris flashing, press Z to make 
him disappear! 


Invis. Team, Pt. 1 


Start with the same trick 
shown above. After you press 
Z, the cursor will jump back to 
your Forward. Select another 
player and press Z again. 
Repeat until all your players 
have faded out! 


Invis. Team, Pt. 2 


Be sure to select each of your 
players in order, from one end 
of the line-up to the other. If 
the cursor crosses over an 
invisible player, he'll reappear. 
If a player doesn't disappear, 
just choose him again. 


Can't Catch Us! 


Now exit the Replay screen 
and get hack to the action. 
Abracadabra! Your whole 
team will be doing their best 
“Casper” impression! 


Fireworks & Free Frog Cain 

For a really spectacular victory celebration at the end of the 
game, just buy a bunch of Fireworks in Moleville. The more 
of them you buy (up to five), the bigger the show will be! 

If green coinage is more to your liking, then head over to 
the sandy whirlpools in the Land’s End Desert. Jump on a 
Shogun three times without touching the ground to receive 
one Frog Coin! 


The more Fireworks you buy, Bopping a Shogun three times 


the better the show at the end is difficult, but the payoff will 
of the game. be worth it. 
wie r Pee ne 
ITER 
y ieiied semmmonpestese 


At the start of a race, press the accelerator just before the | Now that you know how to.access Gargos, you could prob- 
blue light comes on. You'll get a rocket-powered kick in the ably use his special moves. Next month, we'll have his 
y Kart! If you're at the back of the pack, press the R Button just © Openers, Linkers, Pressure moves and more! 
as the Rocket Boost kicks in. If you hop just before you hit 
the Kart in front of you, you'll bounce wheels over heels past Dash 
the other Karts and into first place! You'll put your best shoulder 
If you want to take a short break along the Royal forward if you press Forward, 
Raceway, follow the path between the hills on the right just Down-Forward, Down, Down- 
Say ‘ Back, Back and Medium or 
past the big jump. You can take a leisurely tour of the _ Fierce Kick. 
Mushroom Castle grounds, the site of the awards ceremony 
«x» at the end of the game! Of course, you'll lose a lot of time, 
so don’t do this if you want to win the race. 


Rocket Jump and Mushroom Castle Gargos's Special fhcves 
'¢ 


Claw Uppercut 


The Claw Uppercut will keep 
most aerial attacks at bay. 
Press Forward, Down, Down- 
Forward and Fierce Punch to 
whip one out. 


Look! Up in the sky! It's a bird! This will look very familiar to Pounce 

It's a Rocket Boosted Kart! Super Mario 64 fans. Press Back, Down-Back, 
Down, Down-Forward, For- 
ward and Fierce Kick to give 
your hapless opponent a suck- 


g Lf P) er punch. 


W 


Random Player Select Spitfire 
Here’s a quick trick for Weaponlord experts. Press the L and Change your ee breatt 
. _ into “mourning breath” by 
R Buttons and Start simultaneously on the Player Select pressing Down,  Down- 
screen to select a fighter at random. Forward, Forward and Quick 
Punch. 


Fly/Air Fireball 


Take to the sky by holding Up- 
Back or Up-Forward and press- 
ing Fierce Punch. While jump- 
ing or flying, press Down, 
Down-Forward, Forward and 
any Punch Button to unleash a 


You won't know who your 
fighter is until the match ‘ mode. fiery blast. 
starts. 


oe 


| 
: 


CaGe 
ag r [3 siailiaaiii Cire @ 


PIG ey erm rae: we Hale Ne 


“ To access the Field Stage 


ad 
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For those World Warrior fans who have been waiting so 


| patiently for Street Fighter Alpha 2 codes, we finally have a 
| few choice selections for you. A note on the Classic Chun-Li 


code: although Chun-Li will be wearing her original cos- 
tume, she'll retain her Street Fighter Alpha 2 special moves, 
combos and so on. The color of her uniform will depend on 
which button or buttons you push. The Street Fighter series 
hasn't been chock full of codes by any means, and we had to 
dig down pretty deep for these babies! 


Classic Chun-Li 


To see Chun-Li in her classic 
costume, first highlight her 
face on the Character Select 
screen. Hold Start and press 
either one punch button, one 
kick button or all three punch 
or kick buttons. Voila! 


Field Stage 


shown in the demo, start a Vs. 
game and select your charac- 
ters. On the Stage Select 
screen, highlight Sagat, hold 
Start on both Controllers and 
press any button. 


Fighting Fashion 


Each World Warrior has at 
least four changes of clothes. 
To access different uniforms in 
the Vs. Mode, highlight your 
character and press one punch 
button, one kick button or any 
two punch or kick buttons. 


Even More Colors 


Some warriors have even more 
uniforms. Look closely when 
choosing Manual or Automatic 
combos. You might see a stan- 
dard costume, or you might be 
treated to a new pair of gloves 
or a whole new color palette. 
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Babality and Fatality 

If your opponent is attempting a Babality on you, here’s a 
way for you to retain at least a shred of your dignity in 
defeat. Wait until your opponent has completed the Babality 
controller sequence. Just before you turn into a baby, press 
and hold High Punch, High Kick, Low Punch and Low Kick 
simultaneously. If your timing is correct, you'll change the 
Babality into a Fatality. 


You’ve been defeated, but at 
least you're going out in style! 


Your timing must be exact for 
this trick to work. 


(© 
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Healing Trick e 


In Kirby Super Star, players gain abilities by inhaling certain 
enemies and pressing A. If you press A again, you'll create a 
Helper with that ability. As your Helper fights, it will slowly 
lose energy until it disappears. To restore your Helper to full 
strength, first press A to turn it into an item. Inhale the item 
and press A twice. Your Helper will reappear, good as new! 


Don't wait too long before 
healing your Helper. 


You can keep a favorite Helper 
going indefinitely! 


— 


Hairdresser to the NBA 


If you’re looking for big heads and big hair, this is the place! 
The Shot Percentage code is finicky, so swirl the Control 


Stick several times. 


Rodman’s Hair 


The Bad Boy of the NBA needs 
no introduction, but if a new 
‘do is in order, bring him up in 
the Player Select window and 
press Pass. There are eight 
colors to choose from! 


Shot Percentage 


Hold Up on the Control Stick as 
you enter the Match-Up 
screen, then swirl it clock- 
wise. The computer will dis- 
play the odds of making a shot 
in the space above the clock. 


Big Heads 


Hold Up on the Control Stick, 
Turbo and Pass as you enter 
the Match-Up screen. Look at 
the size of those boys’ noggins! 
They're like oranges on tooth- 
picks! 


Power Special 


To maximize your performance, 
first press and hold Shoot as 
you enter the Match-Up 
screen. Continue to hold Shoot 
and swirl the Control Stick 
clockwise. 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


Hodes, Hodes and More Hodes! 


You've probably seen these not-so-secret menus in MK3, but 
that’s no reason to let UMK3 players go without! (Besides, 


the code sequences are new!) 


Kool Stuff Menu 


To access the Kool Stuff 
options, press Right, Up, B, B, 
A, Down, Up, B, Down, Up and B 
on the Game Start screen. 
You'll hear Kahn's laugh if you 
enter the code correctly. 


Kooler Stuff Menu 


For even kooler options, press 
Up, B, A, Left, Down and Y on 
the Game Start screen. Quick 
Finishes (i.e., One-Button 
Fatalities), extra health and 
extra damage will all be yours! 


Scott's Stuff 


We don't know who Scott is, 
but he's got the koolest stuff 
of all! Press B, A, Down, Down, 
Left, A, X, B, A, B and Y on the 
Game Start screen. Try 
Switcheroo and Dark Fighting 
for a real challenge! 


Tournament Mode 


To activate a two-player tour- 
nament, first go to the Game 
Start screen. Hold the L and R 
buttons and press Start. 
Caution: do not use Random 
Select with this code, or your 
game may freeze up. 


poe 


Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 


Last Month Power introduced you to the 
biggest adventure to hit the N64. This ; = 
month, we’re giving you complete maps 

to Turok. Re-creating the lands, com- 

plete with elevation shading and items, 
wasn’t easy. Marty Pappas, our cartographer, 
hardly slept in weeks. Now it’s your turn. 


VEL | 


GET & GO 
GUIDE 


After climbing the vine wall to the next level, you'll find 
a quiver of Tek Arrows that equip immediately. Don't 
switch back to your guns since you'll need the arrows to 
blow up the Pur-lin, whichis about to appear. When it 
shows up, the Pur-lin comes 

straight toward you. You have 

time enough to blast it with 

two explosive Tek Arrows. 


©1997 Acclaim Entertainment, Inc. 
All Rights Reserved. 
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you collected all the keys in Level 1, you'll 
~ be able to open the portals to Levels 2 and 
3. First, save the game at the save point 
behind the hub, then go to Level 2. You'll 
get Level 4 Keys that you'll need later. 


fittien a at Water... 
Ukra 9. Ground | 
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TE SUNGUE 


1. Shotgun It may seem unfair at times wien ae Suddenly 
a appear before and behind you, but that's life in the Lost 
fF &-/Fight in Village Land. On this straight stretch, just after you grab the 
| 3. Level 4 Key ammo and gun, two Pur-lins will appear, one in front and 
4. Assault Rifle one in back. Have your Tek Arrows ready to shoot. Each 
j { Pur-lin will take two. 
5. Chronosceptor Piece 


6. Level 4 Key 
7. Auto Shotgun 
& Tek Armor 
8. Level 5 Key 
9. Exit to Hub Ruins 


underwater and very con- 
fusing. If you keep to the 
right when you have a 
choice, you'll make it 
through safely. ee 


Look in the huts 
for ammo and 
health, but 
watch out for all 
the commandos 
and raptors. 
New enemies 
keep warping 
into existence, 
so move quickly. 


. At the gap in the walk- 
way, look to the right 
and jump down into 
the cleft. From there 
you can climb a vine 
and find Tek Arrows 
and Life Forces. 


At the edge of this cliff, look down 
to see a wooden stairway far 


below. Jump down to collect lots 
of Life Force and 15 Tek Arrows. 


Keep Your Eyes Peeled! 


The cave entrance at the top of the wooden walkway 
can be easy to miss. You should face to the left to spot 
it. Take out the waiting 
commando, then go to 
the far end and jump 
down to the transport. 
Take the transport toa 
ledge where you'll find 
multiple Life Forces. 
Climb the vine from the 
previous area to escape. 
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The vine is heavily guarded, but it's worth the 
effort to reach, At the eastern edge of the 
plateau, you can jump down to a narrow ledge. 
Follow it to the end then jump over to the island 
with the second Chronosceptor piece. 
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Jump down here 
to the hidden 
ledge and take 
the tunnel. Like 
most tunnels, this 
one has enemies 
—Beetles—so 
have your knife 
ready. At the end 
is aLevel 4 Key, 


Health 
Transport... 
Switch... 
Bridge/ 


S 


Cave.... 
Water. 2 
Ground 
Cl 


Level 4 
Keu..-2.- 


Keuy..... weal 


Ladder... - 
Chronesceptor Pieced 


= 


= = dj 


Just to the right before the two pools, 
you'll find a platform if you look over the 
side. Follow the trail to reach the back- 
pack and other stuff. 


Booby-traps are well-concealed 
in Turok. This bay in the cliff holds 
a spiked branch that swings out. 
Try sneaking up on it from the 
left side. 
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After crossing the rope bridge, 
you must take on yet another 
flame-throwing Pur-lin. You'll find 
a 25% Health and a cave entrance 
just beyond. 


The Switch in the Wall 


Inside the temple, you'll find ancient hieroglyphics 
© on the walls. One of these is actually a switch that 
Opens a door to an inner chamber. When you touch the 
"panel (which shows up red on the map) you'll hear the 
» door. The trick is to activate the panel then run to the open 
door before it closes and jump through. The effort is worth it 
since you get Tek Armor inside. 


Once you get the Grenade 
Launcher in Level 4, you can 
return to this spot and blast 
your way into the chamber 
that holds an Ultra Health, Tek 
Armor and more. 


A Leap to the Life Force 


Transporter A delivers you to the top of the building in 
which you find it. From there, jump out the open end of 
b the roof and follow the trail of Life Forces. On the next 
1. Take Transport A i v, i » long walkway, you'll run into several guards and two 
2. Level 4 Key | Pur-lins. You can grab Tek Arrows in the stone hut 
4 ; where you first land. 
3. Enter Passage 1 
4. Take Transport B 
5. Level 5 Key 
6. Take Transport C 
7. Auta Shotgun 
& Tek Armor 
8. Chranosceptor Piece 
9. Level 4 Key in 
Hub Ruins 


You can swim to the bottom 
of the deep end of this pool 


You can reach a 4 to retrieve health benefits. 
these rooftops t 


from the next 
higher area, By 
jumping onto 
the roofs, you 
can supply your- 
self withitems. 


4. 


Spot the Snipers 


' The Ancient City seems to be the 
home of many of the Campaigner's 
henchmen. They're constantly appearing 
out of warp fields. You must keep watch all 
around, and keep your sound turned up loud 
enough to hear 
what's going on. 
Here at the edge 
of the city, The 
warping baddies 
are very active, 
so don’t hang 
around. Take the 

| water route 

inside the city 
walls. 


Go up and around to reach 

this switch, which lowers 

To reach the items on these pillars you must : 3 the stairs to the area 

climb the outer ramparts of the city via the around Transporter B. 

stairs, jump to the row of columns, then hop You'll have to take out a 

from one to the next. heavily armed commando 
toreachit. 


os 
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f Defeat the two flame-throwing Pur 
_lins in the lower area of this temple.’ 
| Now you can proceed to the under 


ground tunnel that leads to 


_ Transporter C. { - 
I | (25% Vine......1.|_ 
_ | Health..... 


Cave.... 
Raptors stream up the stairs to 
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} 
a |) Full 
| greet you when you transport | wealth. — Water... 
c through to thisarea.Bepreparedto, =m " Ground i 
meet them | | OFra | i <= | 
ig i | | Health.....77° | 
_ Transport... Level 47% ! 
j 7 Keu......2.2 ! 
_ Switch... i ie | 
: 
| Bridge/ Keu.. 
| lade == OU 
' 


Chronosceptor Piece. 


F | 
Each of the side temples has a prize — 
of health or ammo, but they're well- 


getting the Chronosceptor Piece, 
cross tothe warp arch that leads to Long 
Hunter, the Pulse Rifle and a Level 5 Key. 


Jumping to the Chronosceptor : oe oe 


Save the game before heading out to leap from column to 
column. One misstep will make you start over. Take the left 
route to reach the Chronosceptor Piece. It’s not as easy as it 
looks. Use this map and the 
game map to plan your route, 
and watch out for enemies 
who warpin to attack you. 
The exit to boss (Long 
Hunter) is in the middle of this 
area on the stone platform. 


guarded by commando, and new 


commandos continue to appear. 


After crossing the pillars in 
the valley, watch out for 
spiked baoby traps that 
swing out from the cliff side. 
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_ eee 4 é ius Look Up to Live 


Along the canyon walls, snipers await. Use the 
assault rifle to pick them off as soon as you see 
them. It can be easier if you take the back-door 


1. Take Transports route by going behind the warp arch at the start of 
A and Cc the level. You'll find the Grenade Launcher and an 
: Ultra Health 
2. Level 8 Key To Al ¥ before taking on 
3. Take Transport K the Ruins. 


4. Level 6 Key Fs 
5. Take Transport 

6. Take Transport J) 

7. Level 6 Key 

8. Take Transport F 

9. Chronosceptor Piece 


Jump down and 
across the canyon 
from this ledge to 
reach the Grenade 
Launcher. You'll 
also pick up a back= 
pack and ammo on 
this ‘trip. 


Two more Pur-lins 
and a pair of com- 
mandos guard this 
area, but the fight 
~ — canbe worth the 

effort since you'll 
pick up a store of 
ammo. 


Jump onto the 
wall, then to the 
top of the ruined 
tower. From there, 
you can jump over 


| 
ae the green ledge 


and the Transport 
toD. 


| The switches below the pillars cause the middle 
of the pillar to rise. This pillar is topped by an Ultra 
Health, Get this first. 


You warp to this pillar from Transport Dand j jump 
or warp to the other columns. The item available 
here is the Tek Armor. 


The Mini-Gun floats above the top of this pillar, 
but you can pick one up with less trouble on top of 
the building that houses a Pur-lin. 
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Take out the High Priests on 
the blocks to open the gates 
to the Transport and Level 

6 Key. 


Simply Amazing 


you have this map, but the trick is to 
get through it without taking alot of 
damage. Eniemies wait for you 


| The maze is easy to navigate when 
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down many of the deadends. Your 
best betis torun 
through it as fast 


F as you can. If you 
“] ] want to clean out 
L ! the maze, use 


x | grenades to quiet 
| the opposition 


Fe at once. 


Commandos and large, 
wrecking balls protect 
the Level 6 Key that 
you find here. More 
enemies keep warping 
into the fight.Bepre- 
pared for a bloodbath. 


A flame-throwing Pur-lin guards 

the inner gate to the key room. You 
can pick up Tek Arrows in the pool 
just before you get there anda 
backpack afterward. 


_ From the end of this protruding ledge, 
_ jump down to the trail across the 

~ canyon. On top, beat the Pur-lin for Tek 
_ Armor. The Mini-Gunis on the roof. 


25% Vine... 
Cave.... 


| 
q 


5 
Transport... rile 67 
Switch... . Ze 
i cme eve 
| Bridge/ 
 Inthis area, you can walk Bridge Keg ee 


_ Straight through a solid wall 
into aroom with statues 


| Chronasceptor Piece...) ] 
and the Grenade Launcher. % ; 


| 

| y 

The yellow flash signals F i " se 

| ollow the trail of 

| when you pass through the pillars that have k 

wall and into the secret Keen colored pur- o j Atop the Waterfalls 

p MOL i eS ple on the map. | 
This will lead you | Climb the outer ramp to reach the top of the waterfall in 
to Transport G and 3 1 this room. The Chronoscepter Piece is on the middle plat- 

IF | the way out form, but the statues of 
To |G| | Leapers will come to 


4 iife.Be ready for them. 


ease aan 


_ Beyond the flaming hall, step 
on the switches in the order 

_ indicated on the map. You have — 
| 


~ to be quick if you want to 
reach the upper level. 
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Climbing the Walls 


1. Defeat High Priest To reach the wall-climbing room, head along the right ledge. 
Natives with blowguns and flame-throwing stone heads make the 
2. Level 8 Key i trip warm. In the switch room, hit the switch, then climb the wall 
3. Chronosceptor Piece with protruding stones just as if it were a vine. At the top, you can 
4. Take Transport A save, then jump to Transport A. 


5S. Take Transport B” 
6. Drain Water iy 
7. Level 6 Key 2 


8. Fight Mantis for 
Level 8 Key 


fetes tenet 


ss sy eX <S 
er tee ee 


"A Pur-lin bashes through the wali here. Blast 
it with Tek Arrows, then resupply yourself in 
the room that has just been opened. 


f Once you enter this secret corridor, a The caverns are filled with 
you'll have to take out another pair Leapers. (So what's new?) You'll 
of Pur-lins. You'll find Mini-Gun also find a High Priest blocking the 

. ammoinasideroom. exit to Transport B. 


i: 


i 


hae ———_—/ 


Trouble in the Tar Pit 


Step on every switch surrounding the tar pit to 
open doors and raise the columns. Go through the 
series of tunnels both north and south of the tar 
pit. Collect the Wave 
Generator weaponin the 
underwater area. Once 
you have activated all 


j Step through the wall 


the switches, a stairway 
where you see the stone of columns will lead to 
on the floor. Follow the the far side of the pit and 
} —_ passage to the end, You'll ue lead to 
find lots of ammo, health ransport B. 
~ and Beetles. ay 
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The Level 6 Key at the top of the central pillar in the pond 
canbe reached from the water. Climb the column, then 

jump to the switch to drain the water below. 


09 OGNIININ 


Swinging Blades of Peril 


This corridor presents a spe- 
cial challenge. Giant, swing- 
ing, circular blades spin 

across your path. You must 
study the intervals—about a 
second between slices— 

then dash past the 

blade openings to 7 
escape being sliced 

and diced. The five 

blades can take a ‘ee 
terrible toll on 

Turok. Tek Armor 

can help soften the 

blows. 


fin 
ae 
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Another Day, Another Key 


When you follow the long tunnel and cross several 
bridges, you'll enter the chamber with the second 
High Priest. Of course, you come under fire immedi- 
ately. Use Tek Arrows or the Grenade Launcher to 
quiet him down. Jump over to the platform to retrieve 
the key, then head out the right side of the room. 
You'll have to be on the upper ledge to reach the exit 
door. Now, go look for the Chronosceptor Piece. 


| This first High Priest — 


guards the route to 
the Level 8 Key, Z 
Defeat it, then fol- f Vine......—_ 
_ The narrow bridges canbe treacherous enough low the ledge 
_ without swinging blades to dodge. Walk across, | around the room, 
using the screen map for guidance.GoleftattheY heading down and to 
when you reachit. | the left on the map. 


Health 


Outside the Catacombs, you can Transport... 
_ drop down to a secret cave for Switch... 
extra ammo, then climb back up / Bridge/ 
the vine to reach the entrance to ql Ladder 
the Catacombs. " 
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TREETOP WAGE 


“These Sattornis are crowded with High Priests and 
| Ancient Warriors. Once you destroy the Priests, 


1. Take Transports | explore along the edges of the platforms where you 
can find lots of ammo and health. Clear out this area 
A, B and C before you go for the Level 7 Key above. 
2. Level 7 Key — 
3. Take Transport F eS 
4. Level 7 Key . : ad ™ 
5. Take Transport G ome Se ig 


6. Level 7 Key j f 
7. Chronosceptor Piece Tolg | 


Collect 15 Life Forces and an Ultra Health along the nar- | 
row path beyond Transport A. A few commandos try 
to slow you down. 


If you jump down to the island 
pinnacles, and then jump from A To Al 


one to the next, you'll find a cave 
with the Mini-Gun inside. From 
there, you can continue down oF 

the cave) with all the snipers. = 


eee f ee 


By Land or Sea? 


The waters of this lake provide safety for Turok as long as he 
stays submerged. But once you stick your head out, or jump onto 
one of the many islands, you'll find a hot reception. Alien Infantry 
are stationed on many islands, 
guarding small caches of 
ammo and health. It’s probably 
not worth the effort to defeat 
them. Head for the big tree 
with the arch at the waterline. 
Inside, an elevator will lift you 
up to the Treetop Village. 


| to the lake area. Defeat it using Tek Arrows or four 
_ grenades, then pick up nearby ammo. 


| A fire-hurling Pur-lin guards the wooden gate leading 


Hide in these huts and attack the Ancient 
Warriors and other guards who panoedt 


This final Level 7 Key is right out in the open. 
Once you grab the key, head up aramp into a 

hut. Use a grenade to evict the occupant, then — |G; * 

pick off the other enemies from there. You'll 1 


find Ps of ammoin the huts, as wel 


E SS SS _ .| 
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uh 


& 


| move slow 


The 


This dense vil 


strong as Hig! 
some of thes 
Sidestep in fr 
check it out. 


Run across the rope bridge to evade the 
_ sharpshooters in the caves along the sides or. 
y, picking off the snipers before 
_ they see you and attack. 


On one hani 


Hut Hangouts 


lage area contains many huts and even 
More enemies running around in the open. You'll also 
find enemies waiting for you inside huts, some as 
Priests. Although you can take cover in 
e huts, don't walk blindly into them. 

ont of the door with your gun blazing to 


, youhave snipers shooting at you, 
while on the other you have to be careful not to 
step over the edge. The best strategy hereis to 
use your own sharp-shooting skills to pick off 
the gunners ahead, then move carefully forward. 


him with grenades or explosive shells, anot! 


before you see the log, then back up quickly 


AHigh Priest appears on the walkway ahead. After you dispatch 
her unexpected dan- 
ger will appear in the form of a spiked, swinging log. Edge forward 


when it appears, 


_ You can avoid a firefight on the way back f 
Level 7 Key by jumping from the upper wal 


rom getting the 


way below. Look for shortcuts like this elsewhere, too 


way to the walk- 


A spiked log swings down at you on chain 


is shortly after you 


ascend the spiral stairs. Beyond it, you'll 
small huts. 


ind ammo in the 
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3% Vine... 
fHealth.....— 0 cove... 
Full rl 
Health...7> “ate 


Transport... 
Switch... 


Bridge/ 
Ladder. a 


Chronosceptor Piece... 


You can jump to the land area 
from the platform to get Tek 
Armor and an Alien Weapon 
A Transport takes you back 

to the tree village 


BS 


Two ground-smashing Pur- 
lins drop onto the scene on 
this large platform. You'll pick 
up some Tek Arrows as you 


Watch out for natives who appear 
suddenly on the bridges. 


step onto the platform, but 
| a you car also use grenades. 


To get the Level 7 Key, 
enter the cave with the 
Save Point, defeat the Pur- 
lin, then jump to a narrow 
ledge just to the left of the 
rope bridge. From there, 
jump to the cave that leads 
to the key. 
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The Sky is Falling 


As you move along the straight path, several rock slides will 


1. Take Transport A crash down. Move ahead slowly and back up quickly when 
2. Take Transport B you hear the telltale sound of boulders. Just after that, you 
3. Fusion Rifle must defeat a High Priest to trigger the appearance of 


another stairway of floating stone platforms. 
4. Take Transport C 


5. Rocket Launcher To 
6. Level 8 Key ; eS, 
7. Take Transport 
8. Take Transport G 
9. Level 8 Key 

10. Chronosceptor Piece 


Before you can reach the 
Transport to B, you must circle 
this plateau, finishing off all of 
the Alien Infantry. Then the pillars 
rise, forming a staircase. 


The Killer Plant guards a 
storehouse of ammo. 
Blast it from a distance, 
then claim the prize. 


raptor appear at the 
same time, they may 
fight each other. Let 
one finish off the 
other, then defeat the 
remaining enemy, 


| 


| If the High Priest and 
| 


To Triceratops or Not? 


The triceratops acts as a trigger for the stairway of 

stones that float in the sky. (But you can step on the 

switch on the lower ledge, climb the vine and jump down 

the steps. From there climb the vines, defeat the High 

» Priest and jump over to the same area that is accessible 
- by the floating stones.) 


Having made it past the rising pillars and ene- 
mies before Transport D, you might think 
you've earned a vacation. Forget it. Six Alien 
Infantry guard the entrance to this fortress. 
A box of grenades and a Grenade Launcher 
wait for you at the top of the elevator, in case 
you didn't have them already. One grenade is 
the best way to mop up the aliens. Then pre- 
pare yourself for enhanced raptors, a High 
Priest and a Heavy Cyborg. It doesn’t get any 
harder than this. 


ge 


Beetles roam throughout the opening area of the 
Lost Land. The best way to defeat them is to use 
your knife and turn around. 


As you head up the ramp, two 
fire-ball spitting raptors charge 
down at you. Grenades get the 
job done. 


Jump between the pillars to pick up Life Force. You 
can find an Alien Weapon near where you begin the 


| stage, as well, 
L 


NINTENDO POWER 


Agiant Heavy 
Cyborg guards: 

the central plat- 
ormin this room. 
Blast it with the 
Grenade Launcher 
while moving to 
avoidits shots, then 
ump to the middle 
‘or ahealth bonus. 


Step on the switch to lower 
the elevator platform that 
leads to the final key. Look for 
diagonally striped wall sec- 
tions to detect the elevator. 


Look for a trail 
of Life Forces 


| that leads down 


the cliff side. 
Jump down to 
explore the tun- 
nels and reach 
the area where 
you find the 
transport to D 


It’s only fitting that 
you use your heavi- 
est weapons, such 
as the Quad 
Rockets, against 
the Heavy Cyborgs. 


Aseries of plat- 
forms drops from 
the sky, providing 
you with a handy 
set of stairs. At the 
topis a courtyard 
protected by gun 
turrets and Alien 
Infantry. 
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Health 


Ultra 
Health.....7 


Transport... ral og 8° 
Switch... eu- 


Bridge/ 
Ladder. aa 


Chronosceptor Piece... 


The Subterraneans 
don't like your Quad 
Rocket Launcher, Light 
up the huge worms, 
then transport back. 
You don't really need to 
go here. 


| Step on the switch, then 

| race up the ramp to the 
elevator platform. Jump 
across to battle two 
Heavy Cyborgs and collect 

the Ultra Health. 


Attack from Above 


You must drop down to the ledge just to 
the left of the step bridge to retrieve the 
Chronosceptor Piece. Unfortunately, you 
must defeat two High Priests. Take the 
advantage by firing on them from the 
heights. You can pick up health, grenades, 
a backpack and Life Force, as well. 


VOLUME 95 


09 OGNILNIN 


HAW CONFRONTATION 


The right side of the gap may look shorter, but 
you'll only make the jump if you aim toward the 
left side and make along leap. 


1. Take Transpor » SS 
2. Take Transport | 
3. Take Transport 
4. 
5. Take Transport F 
6. Battle the T-Rex 
7. Battle the 


. Take Transport E 


The only way to reach the Ultra Health on 
the high platform in this chamber is to climb 
the giant rock then jump to the pillars. It's 
extremely difficult. 


Campaigner 


Two Pur-lins appear on a platform in the mid- 
dle of the room. If you fall into the lava, an 
elevator in the southeast corner will take 


you back up. 
Defeat an enemy in each sec- 
tion of this divided corridor. To |B 
a 
Tha ier 


The tall pillars lead toa 
health bonus on the top 
of the high block, but you 
can cross the room using 
the lower route and an 
elevator. 


This elevator drops 

down so you can reach 
Transport B and other 
areas. 


Cyborgs Everywhere! 


Several Heavy Cyborgs and lots 
of Cyborgs, Staff Cyborgs and 
other unforgiving individuals can 
be found in this chamber and its 
upper area. The only reason to 
venture in here 
is to collect the 


Two triceratops and a host of other ene- 
mies await you on this plain. Unless you 

need the scattered items here, just avoid 
them and enter the tunnel. 


Jump over the 
ransport B to reach the middle of this “ i ? ‘ health built up. 
room and the four weapons, including the 
Fusion Cannon 


Go for it if you 
alse floor square before Sian have plenty of 


and Shockwave Cannon. 


=, 


Jump from 
one of these 
platforms to 
the other to 
reach all the 
health. Jump 
when the Pass through the check- 
opposite point in the middle of 
platformis in ©  theroom to activate 

its lowest | the platforms. 

p position. ia 
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©The Ultimate Test 


You've practically reached the end at this 
point, which means that the troops will be out 
in force. The Staff Cyborgs, however, seem to 
be having a mutiny. Sit back and let them 
attack the Alien Infantry, then go after the 
survivors. The upper rooms have lots of 
ammo, but they are 3 
guarded by 
Heavy Cyborgs. 
The T-Rex and 
ampaigner are 
lust ahead. 
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In the sewer area indicated below, you must 
take the upper route through the three 
sewer pools filled with crab-like sludge 
beasts, then follow the tunnel upward. 
When you reach a ledge, look for a trail of 
Life Forces leading downward. Jump down 
onto the ledge below to find Transport F. 


You can collect plenty of health points 
and ammoin this chamber, but the ene- 
mies may cost you as much as you gain. 
Prepare to meet Cyborgs of every stripe. 


Ground 
tl ol y 


Switch... 

Transport....:..... 
Bridge/Ladder.. ae 
Chronoesceptor Piece... 


Here's to Your Health 


The columned room, and the areas just before it, 
" - contain many prizes, including 25% Health boost 
Operate the gravi- items and lots of ammo. If you have over 100% 
ty wells in this i onyour health, stick to the outer 
room, andin the edge of the room where you 
tunnel just before z meet only Alien Infantry. If you 
you get here, by | need the four 25% Health in the 
looking up while | is middle of the room, prepare to 
pushing the topC defeat a Heavy Cyborg. 
utton | 
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(a Are you looking for 
a winning game plan to get your 
team in the play-offs? Power has the offen- 
sive and defensive strategies, top player picks and 
cool codes to improve your hockey skills. 


FISTS OF 


Beneath each player’s name is his Anger Meter. As your player is checked, tripped, 
hooked or blocked, his Anger Meter will swell to the breaking point. Do you know 
how to defend your team’s honor when-the gloves hit the ice? Check out these 
important scrapping strategies. A 


Game counselors at Nintendo’s Call 
Center have received a number of 
calls about a player named “Satan” 3rd aya 

in the Edmonton Oilers line up. “- ASTON : zal bien ies i r. ill i cat = 

Leaping Lucifer! Did Old Nick trade Grabbing and punching or ee a 
sips i i uppercut on your opponent will inflict the 

in his pointed pitchfork for a hockey most damage ina fight, but both attacks can 
stick? While the devil might have 


be easily broken up with timely jabs and 
made them do it, Midway’s develop- punches. To grab and punch, skate in close to 
ers didn’t have a picture available of 


your foe and hold the A Button while pressing 
the B Button: To execute an uppercut, hold the 
Miroslav Satan, a 6/1, 176-lb., 
Slovakian forward for the Oilers, in 


A Button and press the bottom, C Button. 
These blows are best for defeating the most 
time for game production. Game 
counselors and Midway insist that all 


brawny opponents. 
of the players in Wayne Gretzky’s 3- 
D Hockey have skates, not hooves. 


STNG WEE AB 


Tap the A Button 
to jab your oppo- 
nent. Similar to 
punches, jabs will 
disrupt your oppo- 
nent but inflict 
only minor dam- 
age. Try unloading 
several jabs 
before countering 
with your own 
grab or uppercut. 


a 
rp 
er 


abat OATES Press the B Button to release a 
punch at your opponent. Swift 
punches inflict very little dam- 
age, but you can use the move to 
stop an uppercut or keep your 
foe from grabbing you. 


[ cmefirety 
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Your player has a better. chance of scoring if he pre- 
pares his shot by squaring up in front of the goal. To 
square up, hold your Shot Button down for a moment 
before shooting the puck. You can increase your scor- 
ing chances further by moving as close as possible to 
thenet,butthe __ 

goalie might — 

poke-check 

you if you do. 


Hold your Shot 

Button for a 

brief moment to 

square up in 

front of the goal. 

The drawback 

to squaring up in 

front of the net is that your player is vulnerable to checking 
by opposing players, including aggressive goalies carrying 


hig sticks. 


N one- timer is a quick pass to a second player who 
immediately shoots the puck at the net. One-timers are 
considered the best way to score goals, since the first 
player draws the goalie out of position, giving the sec- 
ond player a better shot at the net. To execute a one- 
timer with a computer player, line up a pass with a 
teammate, then press the A Button and the B Button. 


5 Some goalies are more 
effective at blocking one-timers from one direction than others. 
Watch your shots and look for weak spots. If you find one and 
continually aim for it, you'll increase your chances of slipping 
the puck between the posts. _ 


wei J Ow dol) Qoulsssy 
Unless you're trying to handicap your team, don’t 
change the goalies. Your team’s best goalie is already 
assigned, and the game does not simulate slumps. 
Gamers who change goalies do so because they want 
to sub ina sentimental favorite or because theyie re des- 
perately trying to halt volt teh 


your scoring streak. PACIFIC 
ss Colorado 
§2lgery 
“a anahein 
Edrionton 
Los Angele 
San Jose 


ATLAW 
Philadel! 


If you've never tried 
switching a goalie, tap 
aes the R Button on top of 
Every goalie in the game can your controller while you 
transform into an impenetrable choose your player. 
brick wall, provided you're playing © Human players cannot 
in Arcade mode and the goaliehas _control their goalies. 


If you’ ‘re eiplaying i in Aréaile Mode, you can pull « off Super- 
sonic Power Shots if your player has Turbo Power. (A play- 
er has Turbo Power if the direction arrow beneath his 


skates is white.) To use your Turbo Power on a Power — 


Shot, tap the bottom C Button and the A Button at the 
same time. Check out the Power Shot tips listed below. 


Slam the goalie into the net by 
skating between the face-off 

circles in front of the net where in front of the goalie. If 
before pressing the A Button the goalie is prepared, he can 
and the bottom C Button at the douse your flaming shot with 

same time. his stick. : 


Button and the C Button any- 


Ignite the net by pressing the A 


fe J a zi a 


If you’ re playing a a multi- -player 
game, you can design forma- 


- tions to befuddle the comput- 


er’s defense and throw the 
goalie out of position. One 
basic play is to keep your play- 
ers in a triangular formation in 
front of the goal and set up for 


a quick series of one-timers. 


Skate into a tri- 
angular forma- 
tion with one 
player at center 
ice and two 
other players on 
each side of the 
goal. This play 
lets you pass to 
an open team- 
mate for an easy 
one-timer 
opportunity. 


we do dad oS Od 


by not to be: a dip when you decide to trip-isolate 


When ae Sapocition skates away with 
the puck, join the chase and help your 
team. Many human players loiter by 
the goal on the other side of the rink, 
hoping for a long pass that will lead to 
a one-on-one session with the goalie. 
Don’t let your team fight off self- 
inflicted power plays. 


- 


your victim carefully or you may trip one of your 

own teammates instead. If you like to use tripping 

strategies regularly, make sure the Penalties 

option is adined off or you'll bumble right into the 
if penalty box. 


Tripping can beian 

effective means of 

forcing a turnoyer, but 

you need to kegp an 

eye on your fellow 

teammates. The game doesn't let you discriminate 
between friend or foe, so you could potentially dump 
your foe and a teammate with a single trip. 


4 blocked five consecutive shots. _ 


Turnovers are the key to winning 
games when you're playing against 
the computer. You can check, trip, 
steal, or hook a player and force a 


Use a body 

check to knock 

your opponent 

away from the 

puck. Press the 

left C Button 

Near your victim. jin 


° 


Press the top C 
Button to trip a 
player. Tripping 
works best 
when you have 
the Penalties 
option turned off. 


turnover, but you need to modify your | 
strategy depending on the game’s _ 


configurations. Do not hook or trip 
while the Penalties option is on. 


Tap the B 
Button to 
attempt to 

steal the puck. 
Players with 
high defense 
ratings can 
easily steal it. — 


Tap the right C 
Button to hook 
a player and 
pull him away 
from the puck. 
Never hook 
while Penalties 
are on. 
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Ready for so some real competition? 
On the Options Screen, hold 
down the L Button and press right _ 
C, left C, left C, right C, left C, left” 
C, right C, left C and left C 
Button. When you go to the Team 
Selection Screen, you'll see four 
super teams, including _ USA and 
Canada teams. 


SELECT 
vouR TEAM 


RORTHEAST 


ae oe 


Pause the game during the opening 
face-off, then select the Replay 


option. You can make a player flash 
by pressing the L or the R Button. 
While the player is flashing, press the 
Z Button. You can do this with each 
player on the ice until your entire 
team is invisible. 


add Ss 


And now a word from your game’s spon- 
sors. Peruse Wayne Gretzky's 3-D Hockey's 
assortment of scrolling advertisements by 
pressing the Z Button on any Options Menu 
screen. This commercial break won’t work 
if you try press- 
ing the Z Button 
on a game-play 
~ menu screen. 
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You'll need two controllers to enter 
two-player practice ‘mode. On the 
Main Menu, highlight Practice Mode 
and hold the A Buttons on both con- 
trollers at exactly the same moment. 
This allows you to practice your moves 
with another player. 
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- Press and oldlany C Button while on 
_ the Options Screen, then tap the R 


_ Button. If you entered the code cor-_ 


“rely, 16 zeros will eS at the bot- 


tom of the screen. You can change the 
zeros by pressing the C Buttons. Enter 
the codes below and play ) yoy game a 
Sule new pe 


NORTHEAST 


FDP FZB F4A FS 6 


The optimum offensive 
lines are listed on the 
right. You can mix and 


match players between 
lines whenever you 


select a_ multi-player 


game, but you cannot SEMAK LEMIEUX 
DEREK KING MILLER 
PALFFY JAGR 


JOE JUNEAU 
PIVONKA ANDREYCHUK YSEBAERT 
BONDRA RICHER SELIVANOV 


GRETZKY 
ROBITAILLE 
VERBEEK 


ARNOTT FRIESEN FERRARO 
MCAMMOND WHITNEY KHRISTICH 
BUCHBERGER OWENNOLAN GRANATO 


TITOV 
ROBERTS 
FLEURY 


KARIYA 
SEMENOV 
SELANNE 


FORESBERG 
select two players that pEADMARSH 
play the same position. | YOUNG 


ROENICK 
COURTNALL AMONTE MARSHALL 
BRETTHULL JOEMURPHY GREGADAMS GAGNER 


ADAM OATES TURGEON LAFONTAINE SANDERSON DAIGLE 
CAMNEELY DAMPHOUSSE AUDETTE SHANAHAN  CHORSKE 
TOCCHET RECCHI JASON DAWE NIKOLOSHIN ALFREDSSON 


SHEPPARD 
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Turn the page, and enter a new dimension... 
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...0f tournament fighting. Vic Tokai’s Dark Riff i first fully polygonal, 3-D tournament fighting game for the 
Nintendo 64. Scheduled for release in the early summer of 1997, the developers at Kronos had only a brief moment to let our roving 
reporters sneak a peek at their cluttered desks. Peer over the shoul 1¢ programmers and artists at Kronos. Discover Dark Rift’s 
eclectic array of warriors and learn about their twisted plots. Theiinceptive character sketches, radiant photos and background artwork 
strewn about these desks will leave you ready for interdimensional) 


TO: All Employees 
SUBJECT: WARRIORS OF THE RIFT CHARACTER FEQKIE 


There are eight fighters in the game; four males—if AARQ \ 


you consider Morphix to be a male—-and four 
females. Each warrior has his or her own reasons A member of the Colonial 
for entering the con but game players won't Commando Special Task Force, 
learn all the characters’ secrets until they complete Colonel Aaron Maverik has been 
the game. A few warriors are supposedly working ordered to save the earth by 
together with other contestants in the tournament, retrieving the Core Prime Element 
but it’s doubtful th aky alliances will last as from Sonork. The Core Prime 
the finalists acqu ces of the relic. Element is the only thing that can 
save the war ravaged planet. 
Maverick is a weapons and explo- 
sives expert. He is equipped with 
the MFG-16, the latest design in 
assault rifle weaponry. “The MFG 
actually stands for Magnificently 
Fun Gun” spoofs Warnock. 


KRONOS DEVELOPERS MAY a of os : ; ie fea en gs ae 
ERS “It’s incredible to see the vi. and loc ades in combat, 
edge fl raped ey AND whole thing come together,” kg players are blinded by 


explains Andy Koo, the i explosions of brilliant sparks 
Pasadena, CA (NP)—The sun set on the Animation Technical i . in vibrant colors. The game’s 
Pacific hours ago, but the florescent lights Director for the project. JAY x A cinematic, roving camera 
are still blazing brightly across all 24,000 “Over a year ago it was on : ihe ions shoei ne captures the fighting fury 
square feet of the bustling offices at Kronos paper, and now we're mov- during a Tnnfien Cantirs eee from an oblique, three-quar- 
Digital Entertainment, Inc. Sixteen-hour days ing characters around and ter perspective, throwing 
are the norm for the  eighteen- we're playing the game with everything in gamers right into the middle of the arena. 
employee team adding the finishing touches there. It looks and plays better than we’d Each warrior in the game was modeled with 
to Dark Rift, a 3-D, Nintendo 64 tournament ever imagined.” And it should—Dark Rift actual actors on a state of the art, optical 
fighting game about interdimensional com- features new animation technology never motion-capture system. The action is deliv- 
batants battling for the key to unlocking the attempted on console video games. When _ ered at a whopping 60 frames/second (fps). 
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KRONOS 


WE 


“We thought that a 30 fps engine would 
make the animation look too choppy,” said 
Ted Warnock, Animation Director at Kronos. 
“A faster engine had never been tested 
before, but our engineers optimized the pro- 
gramming code, so now not only do we 
have 60 fps, but we have lighting effects, 
fog, real shading—we have everything and 
it’s incredible.” Superlatives like ‘incredible’ 
do not flow easily in a company comprised 
of discriminating game enthusiasts. “We 
have a lot of fighting aficionados at Kronos,’ 
adds Warnock. “These guys, myself 
included, will sit down and play fighting 


yo ie 


Incorporate elements 
of old Chinese 
legends and stories 
into Dark Rift plot. 


Animation Director Ted 
Warnock is fitted for an 
optical motion capture 
session. 


games for hours.” 
“Actually, Ted would 
lose for hours,” joked 
Stan Liu, Executive 
Producer at Kronos. 
“There are a lot of spe- 
cific elements in many 
fighting games that we 
like, and we picked the best attributes that 


technology and the game industry have to 
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Use red as the color on 
hit or impact sprites. 
Red creates more heat 
and emotion than any 
other color 


| offer, then we added our own 
touch with extra stuff from our 
personal wish lists.” The Kronos 
team balances their hours of 
hard work with a sense of 
humor and fun. This theme is 
also reflected in their product. 
“We wanted to have endear- 
ing characters that had some 
humor to them, but at the same 
time were dark and’ mysteri- 
ous,” adds Warnock. “It’s a seri- 
ous fighting game but we didn’t take our- 
selves too seriously when we made it.” 


Ta SEE ELH 


The name of the game is fun, and whether you 


playing against Dark Rift’s eight levels of Al or another 


human player, there’s something in this game that will draw you\ back to the Prime Elements. You'll always find time, in your 


' If this game 
takes off welll 


proposal together 
for a sequel. 


FIGHTING DA AGONY 


OF DA FEET 


Developers who push the envelope of cre- 
ativity often break rules or resist convention 
to produce innovative effects. The game 


designers at Kronos did all this 
and defied gravity while creat- 


ing the fighting action for Dark ¥ 


Rift. “We were doing optical 
motion capture for our bestial 
characters—they have an awk- 
ward foot and ankle structure,” 
explained Ted Warnock. 
Motion capture is utilized in 
game design to create realistic 
images of each character’s 
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own circle of reality, to step through the rift and seek the source of the power, that binds us all. 


CHARACTER PROFILE 


SUARIET 


An official custodian of the Core 
Prime Element, Scarlet Zerai was 
removed from her post when the 
tyrannical Sonork decreed that 
females were unfit for using the 
relics. Scarlet vows to destroy 
Sonork and declare herself 
Empress of the Chosen Ones. She 
shuns technological advancements 
and is very fond of classic weapons 
and ancient warfare. “We're tired 
of the female stereotypes in other 
fighting games—they’re all femi- 
nine, agile, really cutesy or just 
subdued,” said Warnock “We 
wanted a strong-willed, powerful 
female character. Scarlet is slower 
but much more powerful than the 
female characters encountered in 
other titles.” 


spins, circular side-steps and elaborate 
attack combos. “The beast-like warriors 
have animal ankles as opposed to human 
ankles, so we had to get the actor’s foot up 
off the ground. We have this guy here—he’s 
this huge, lovable lug of a guy and an 


CHARACTER PROFILE 


EORE 


Axe-toting Gore of the Highlands is the cham- 
pion warrior of the Planet Dorlon. The King of 
the Dorlons decreed to his subjects that they 
are the rightful owners of the Core Prime 
Element, and ordered Gore to recover the 
relic. “Gore is your classic muscle man,” said 
Liu, “He’s not particularly smart or fast, but 
he’s very strong. His attacks have to be 
planned and timed, but when you make a con- 
nection, the damage can be pretty devastat- 
ing.” Gore’s projectile attack is different from 
all the other characters in the game-he stomps 
on the ground and creates a shockwave that Ss 
radiates outward in an expanding circle. 


| > 
Acomputer camera — We 
of the reflective . 


records the outline / 
orbs on Sandy as she 


A 


Actress Sandy Christiansen 
receives instruction on how to 
execute Eve's grab move. 


incredible animator—his 
name is Steve Knox. This 
guy is an ex-football 
player from Texas who is 
about 6'5” and weighs 
almost 300 Ibs. We want- 
ed him to do the motions 
for our bigger characters, 
but we had to spend 
some time talking him 


t 


into jumping and twirling 


pe ee 
around wearing this outfit made up of black 
Spandex and high heels in front of the 
cameras.” Knox was probably more con- 
cerned about maintaining his balance 
than what his gridiron buddies in Texas 
thought about his unusual and precarious 
assignment. After all, the bigger they are, 
the harder they fall. 
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KRONCS 


CHARACTER PROFILE 


NTTHT 


Niiki is a trouble-making princess from 
the Jungle City of Faralon. She ran away 
from home after her over protective 
parents forbade her from leaving the 


palace. No one knows Niiki’s true iden- 


tity. She was trained by the best warriors 
in Faralon, and she is a master of Inverse 
Kinematics, the art of applying balance 
and leverage to displace a foe’s momen- 
tum against himself. “Niiki’s here for the 
fun and adventure, but she has no idea 
about the danger she’s in,” said Stan. 
“She doesn’t care about the Relic.” 

“Yeah,” adds Ted, “I guess she'll make 
the Relic into an earring or something if 
she wins.” 


KRENCS 


CHARACTER PROFILE Bi DAB i ut SY 
EVE ie tte le 
La Mes 
Years ago Eve was the head researcher of | Lelie 
Sonork’s secret project to create a race of en ‘ 7 


Sentient Integrated Droids. When a batch 
of droids malfunctioned and went berserk, 
Sonork ordered his forces to destroy all 
traces of the secret laboratory on the Planet 
Eden. Mortally wounded while fleeing the 
lab, Eve spent the last moments of her life 
transferring her consciousness into a highly 
advanced prototype droid. The Prime Core 
Element is the only thing that can repair 
and restore her human body. “Eve has a lot 
of special moves, she’s lightning quick and 
she has ‘range, which makes her a really 
nasty opponent,” Warnock said. 


> KRONGS 


CHARACTER PROFILE 


ZENMURIN 


No one really knows much about 
Zenmuron since no one ever survived an 
encounter with this mysterious warrior. 
There is speculation that Zenmuron 
belongs to a secret society that teaches 
warriors lethal Ninja techniques com- 

‘ bined with Samurai style, but nobody 
knows the intentions of this clandestine 

(organization. “Zenmuron is a fast charac- 

“ter. He has a very long reach and lightning 
swift kicks, plus an even balance of high 
and low attacks,” said Warnock. “If you 
know his moves, he’s one of the most dev-' 
_astating characters in the game.” 


§ TO: All Employees 
SUBJECT: NINTENDO POWER VENTURES INTO THE RIFT 


Nintendo Power writers will be calling and asking for information about 
each character’s special moves for another upcoming magazine article. We 
@ will assist them with the special moves, grabs and projectile attacks, but it’s 
important that no one mentions anything about the hidden characters in the 


game. Dark Rift is a hug ame with multiple endings and surprises. With | 


all this hidden stuff, we can probably get the folks at Power Magazine to | 


| talk about Dark Rift in sever. 
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BUG KIL: 


fE TESTER | 
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WE STARTED OUR INVESTIGATION BY HITTING THE STREETS TO FIND OUT 
PEOPLE'S THOUGHTS ON GAME TESTERS. “THEY PLAY GAMES FOR A 

LIVING?” WAS THE USUAL REACTION. THE GAME TESTERS’ 

USUAL REPLY WAS “IT’S NOT ALL FUN AND GAMES; IT'S ALSO 

A LOT OF WORK.” AND, AFTER STAKING OUT THE GAME 

STERS HERE AT NOA, WE DISCOVERED THAT, FOR THE 

MOST PART, THE TESTERS’ STORIES CHECKED OUT— 
THEY DID WORK HARD, BUT THEY WERE ALSO 
GUILTY OF HAVING FUN. 


NOA’S UNUSUAL. SUSPIECTS 


At NOA, demo versions of games are 
first tested in the Tree Branch before 
being retested by the Final Approval 
- r Testing Depart- 
ment. In the Tree 
Branch, test- 
ers like Robert 
Johnson and 
Melvin Forrest 
spend, on aver- 
age, three to five 
months _ playing 
a single game to 
== uncover all of its 

bugs. They’re on the lookout a 
for distorted graphics, lock-ups, 
or anything else that may be 
under suspicion for preventing 
smooth game play. Bug killers 
play a game at each stage of its | 
development, retesting as soon 
as the programmers add a new 
level to it. Usually, testers have 
no instruction manual to help 
them figure things out, but that’s 
part of the fun. 

They have to play the games in 
unusual ways to find bugs. 
“Instead of just playing, you have | 
to do all the weird stuff,” Robert 
explains. They won't find any bugs 
if they just play through a game 
the way the average player does, 
because that’s where the obvious bugs have 
already been nabbed. So when bug killers 
test games, they play through the levels 
backward, drive off the courses, bump into 
walls, or try to defeat bosses with the weak- 
est weapons. 

Testers keep tabs on the bugs they find 
in a bug log, writing down all the details of 
the defects and how they made them hap- 
pen. It’s not a bug unless it’s a repeat 
offender, so testers must pay attention to 
precisely how _ they 
caused the glitch. 

Once the developer 
finishes programming a 
game, and the testers in 
the Tree Branch have 


debugged it, the game is submitted to 
NOA’s second testing group, the Final 
Approval Testing Department. 

There, testers like Eli Wolff and Sharon 
Pfeifle play completed games for about a 
day and a half, double-checking for bugs 


L RT 
HE BUG KILLERS: Eli 


“TO BE A TESTER, IT HELPS TO LIVE 
IN WASHINGTON OR CALIFORNIA 
WHERE THERE ARE A LOT OF 
SOFTWARE COMPANIES.” 

—ELI WOLFF, BUG KILLER 


and testing the game’s compatibility with 
various hardware. Eli and Sharon also act as | 
“morality police,” monitoring games’ con- 
tent. Since the Final Approval Testers spend 
only a few days on each game, Eli tells us, 7 
“The biggest stress is mastering the game.” © 
So maybe bug killing is almost all fun and 
games, but it’s not for everyone. 

“Anyone can play video games, but not 
everyone can find bugs,” Robert says. The 
best way to learn how, Sharon tells us, is to 
learn about the industry from the inside. 
Sharon, like most testers, worked her way 


What's it take to stomp out video game 
pests for a living? Here’s the lowdown: 


STRONG ATTENTION TS DETAIL 
When testers witness bugs, they must 
remember every event leading up to them. 


ECC COMMUNICATION SKILLS 
Testers need to effectively detail all bug- 
related evidence, so the game developer 
can crack down on the problem. 


LONG ATTENTION SPAN 

Bug killers serve long sentences testing 
games, sometimes working 14-hour days, 
seven days a week. 


PERSEVERANCE 

Testers must stay alert and keep them- 
selves interested in games they may havé 
been playing for as long as five months 
straight. 


CREATIVITY 

To find where elusive bugs are hiding 
out, testers must play games in new and 
unique ways that the programmer may 
see not expect. 

Wolff, Sharon Pfeifle, Robert Johnson, M eouenaa | 
Many gaming companies won't even con- 
sider hiring people who haven't completed 
high school; a few even require college 
degrees. Some companies encourage stu- 
dents to apply as testers by offering sum- 
mer positions. 


up to being a tester, starting out as a tem 
answering phones at NOA and giving gam 
tips to troubled callers. But before coming 
to NOA, Sharon had barely played video 
games. Robert and Eli, on the other hand, 
are guilty of being video game fanatics, so 
when they heard there were openings at 
NOA for game counselors, they applied and 
snagged the jobs. 

Melvin broke into the industry when he © 
was discovered at the Nintendo Powerfest 7 
‘90, a video game? 
fair held at th 
Seattle Kingdome. 
He played his wa 
into the semi-finals — 
of the gaming com- 
petition and, soon after, was offered a game 
counseling job at NOA. As a counselor, he 
had to prove himself to be knowledgeable 
and attentive. Only then did he get the 
chance to become a tester. 


VIDEC GAMIE SKILLS 

Testers don’t have to be high-scoring gamers 
to start with, but they have to like playing all 
types of video games. 


COMPU SIKILI.S 

It pays to know about the industry. Players 
who know ‘computers and teekthalogy will 
have a bette, chante of moving up in the 
Video game ‘field? 


BUG KILLING IS A GREAT WAY TO BUST INTO THE 
VIDEO GAME INDUSTRY. IT CAN LEAD TO SUCCESSFUL 
CAREERS IN OTHER FIELDS LIKE GAME PROGRAM- 
MING OR PRODUCING. WE APPREHENDED TWO 
FORMER BUG KILLERS WHO ARE NOW WORKING IN 
THE VIDEO GAME INDUSTRY'S MOST WANTED CAREERS. 


VANTED 


NAME: SCOTT PERRAS : FORMER BUG KILLER AT 
[ey NINTENDO OF AMERICA 


PAs he had first-hand 
the swarms of pe 
nfest them, too. So 
programming skills atl 
| on several Lae: for found Lobotomy Soft 
tems, such as Ren. & ® Soon after, Scott moved Iptured 
Time Warp, Mortal Kombat Il, Software to be a pr ° 
: SV. Currently, Scott's Scott’s advice to anyo' 0 wants 


i * 
Hes for, other platforms, to follow in his footstep: na 


ay atten- 
A Jam Extreme Il and tion to the bugs and n from them, 


9; away. He’s come a long _ then apply that knowledge:to move up 
iS humble beginnings asa in the gaming industry. “Computer 
ma ester, but bug killing gave Scott knowledge also makes you more valu- | 
! ul dation he needed to succeed in _ able to game developers,” Scott insists. | 

m mming. The industry is very competitive. “The 

: 

ail 1c. Ce countless games for NOA, more you know about the theory of 

Png n thinking, “Maybe | could — games and sprites, how the screen gets | 


aming!” And why not? He — redrawn, where to expect problems, | 
with video games, how — and howto think analytically,” he says, 
, and what makes them fun, “the more valuable you'll be.” 
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. are always on the sh LOCK-UPS DEFECTIVE AUDIC BLACKCUTS 

er, crawl, so we put out an A bug can cause the entire Some bugs are silent; others Like lock-ups, these stop the 
A.P.B. to round up some pesty game to come to a screeching can cause audio problems that game, but they also make the 
problems that can prevent a halt, freezing everything on- can be as noisy as crickets. screen go black. 

game from being approved. screen. 
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NAME: JEREMY AIREY 


G urrently Booked as Producer at Interplay 


tedious job and you can 
4 of it,” Jeremy tells us. Luckily 
for him, he broke free from the tedium 
‘to eventually become a producer at 
Interplay. Jeremy now coordinates 
the various aspects of creating a video 
game, including its budgeting, schedul- 
ing, contracting, and sometimes even 
its programming. (Currently, he’s 
responsible for molding Clay Fighter 
63 1/; for the N64, which you can read 
more about in this month’s preview.) 
Jeremy admits that testing was bor- 
ing for him, but he asserts that drive 
and a love of games will help see you 
through. “If you have a passion for this 
| industry, then you belong here,” he 
says. “There’s a lot of hard work 
nvolved, but if you have ambition and 


GRAPHICS CORRUPTION 
Glitches can distort graphics, 


drastically skewing images 
or warping them into wild, 
wavy patterns. 


HARDWARE 
INCOMPATIBILITY 

Some bugs prevent games from 
functioning properly with con- 
trollers or other hardware. 


FORMER BUG KILLER AT DISNEY 
SOFTWARE AND INTERPLAY 


uf 
a computer at home, then youre prob- 
ably headed in the, right direction.” 
Passion for computers and video games / 
anded Jeremy his first testing job at 
Disney Software. Threé months eof 


he joined Interplay to become one of 
its first testers. His dedication to the 
cause, along with his creative talent, | 
then earned him promotions, until he 4 
inally snatched up the producer 
position. 

At Interplay, bug killers are required 
to test for ayyear before they can move 
up to the lead tester position. Only a 
lead tester can move further up the lad- 
der. Jeremy climbed to the top of that 
ladder to become a game producer at 
only 24, and his start in game testing 
helped him get there. 


nate them. 


INAPPROPRIATE CONTENT 
Not actually bugs, but objection- 
ables such as profanity can plague 
a game, and testers must extermi- 


WANTED 


BUG KILLER 


THE VERDICT 
IF YOU LOVE HLAYING VIDEO 
GAMES AND|DON’'T MIND 
HARD WORK, (AME TESTING 
MIGHT BE A ¥OB FOR YOU. 
ITS ALSO A GREAT WAY 
TO GET STARFED IN THE 
GAMING INDUSTRY, TEACH- 
ING YOU THE INS AND OUTS 
OF THE BUSINESS AND TECH- 
NOLOGY. BE PREPARED TO 
WORK YOUR WAY UP. MANY 
COMPANIES DON’T START 
EMPLOYEES AS TESTERS, 
INSTEAD PROMOTING EXIST- 
ING EMPLOYEES TO THE 
POSITION. BUT IF YOU HAVE 
THE BUG FOR GAME TESTING, 
ITS POSSIBLE THAT YOU 
COULD ONE DAY BE PLAYING 
GAMES FOR A LIVING AND 
EVENTUALLY BE MAKING 
GAMES, TOO. 


PROBLEMATIC SCORING 
Programming errors can cause 
some games to tally points or 
save data incorrectly. 
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— 
; Greatness isn’t some- 

ae A | 5) See \ ® thing you find lying in 

Y 4 a =. rw ¢ —. the gutter waiting to 

, 4 : a) | ( ™\ | be picked up. You have 

Wl ld “4 ae \ VN N to earn it. Greatness 

y / > «\ : \ vn e in Super Metroid 

A ji \ , = requires enough 


f { 
| i Ti Mv E TRI A L knowledge and skill 
a — ae a i -— @ to cruise through the 
MINUS THREE HOURS | 92me in less than 
three hours. You'll find 
the knowledge in the 
next six pages. The 


skill is up to you. 
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RACE TO TOURIAN FOR Samus should be equipped with at least 70 to 
@ THE BEST ENDING & foul also need special weapons toget 
‘ through a Sala 


MISSILE CHARGE 

These Missile Charging sta- 

tions refill all of your Missile 
Tanks. 


players never get to see the best of the 
game’s thre@, endings. To ,reach) that_all- 
but-mythical goal, you must defeat the Mother i ce Svocall 3 
Brain in Jess thansthree hours of game time-tt’s-not capacity at these Missile tanks. There 
going to.be easy, but if you focus on getting only the are 46 tanks and 230 Missiles available. MAP COMPUTER 
essential items and defeating necessary enemies, you eee Plug into these devices to 


can do it. Power-is here to help.'We’ve listed all the iN SUPER MISSILES ae Screg scree map information 
steps--you need to take, \but taking them. doesn’t Super Missiles pack even more we 
aA Easter You stilts hoiaefeak baeie punch than ordinary Missiles. You 
ensure a.fasttime. You sti ave. to defeat baddies, f can collect 50 in all. 
quickly and make the jumps. Our maps, tips, and ma = 
game play sequences will*be yoursguide. Before | 

a. ‘ é POWER BOMBS 

e g pla any @ ap < C 

beginning’ play-in Uy area, study the map and the Ouk2 Power Bombs to blow 
callvouts thatdescribe the essential steps you must open yellow doors and certain 
take. If You have questions or you get lost, pause:the blocks. You can find 50 in the game. | 
game so the clock stops while you check this strate Z 
gy review for the Correct progédure or path to follow. } 
Another strategy to follow is to save only the best En 
times when yourgo through.an area. After checking 
out the area and)learning. where you have-to go, start 


ver and record_the*faster time when you're done: 
2 i] HIDDEN PASSAGES 


Hidden Passages look like solid 


| 


i 


NERGY CHARGE 


Fill up all of your Energy Tanks at 
any of these recharging stations. 


j 


’ 
¢ 
Val 


SAVE POINTS mf 
Save your progress at these Lt 

stations. Save your lowest time on \ 
one file. » cay 


ENERGY TANKS 


ergy Tanks. keep Samus breath- 
ing. Fourteen can be found. They 


increase energy by 100. i aaaenve TANKS 


Four extra tanks can be found to 


back up the primary Energy Tanks. 


walls, but you can pass through them — j. 
at the places marked by this symbol. i MAP) ) 
; (3 


4. Return to Crateria via the elevator and 
save the game. 

5. Get the Bombs (C) next. 

6 Defeat Torizo by shootingits face. 
Collect the energy and Missiles in the 
focks it throws. 

T. Save again at #4. Bomb to get the 
Missiles below the Save Point. 

8.Go up and bomb to the left. At the 
bottom of the slanted tunnel is an 
Energy Tank. 

9. Continue left to the Brinstar elevator. © 


map to help you.find your location. In some 
tips, you'll be referred to previous num- 
bers, which means that you should return 
to those locations. If you ever become lost 
and wind up spending time searching for a 
location, don’t worry. Just don’t save the 
game. Once you find the correct area, start 
the game over from the'previous Save Point 
and go directly to the correctiocation. In 
this way, you'll always keep your time fast.) 
2 Just to the left is the Morphing Ball (A). 
Jump up over the rock pillar to reachit. 
3.Go to the right and down to find the first 
Missile (B). 


CRATERIA 

From the start point at the ship in 

Crateria, go left into the rocky cave then 

down to the main elevator leading to 

Brinstar, whichis marked by the number 

= os one. (Here are 

a few other 
general.tips 
to keepin 
mind. Always 
look for the 
correspond- 
ing tip num- 
ber on the 
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CRATERIA 


E, F: To 
Wrecked S 


K: To Maridia 
Pg. 64 


CHARGE 
| Beam UG 


| iS 
I: To Maridia 
Pg. 64 | J: To Norfair Pg. 62 
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BRINSTAR 

10. From the elevator, go to the bottom of 
the shaft. Go through the red door and 

ntinue right. Use bombs to blow 
through the wall. Goto the bottom of the 
big chamber, get the Missiles, then blast 
down into the room with the Charge 
Beam. (D). Go all the way, to the top of the 
chamber to the Save Point. 
1:Defeat Spore Spawn by attacking the 
plant with Missiles whenits mouth is 
Open. You can/fill up on Missiles and ener- 
gy duringthe fight by, shooting the thorns. 
Wheniyou defeat the veg; go up out of the 


room, right, then down the fake 

pipe in the floor. 

12. Get the Super Missiles (E). Go 

left tothe green door and use the 
Super Missiles to openit. Open 

the green doofin the chamber 

above where you got the Charge 
Beam. 

13. Go right and down. In the spiked 
room, Dash under the spikes. 

Continue down. At the bottom, charge 
your Missiles, then go to the right. 
4.Pass through the watery area to reach 
the elevator down to Norfair. 


ss Se 


NORFAIR 


15. Go down on the or 


left side, blast the 
red door, get the 
Energy Tank, then 
bomb through the 
floor and continue 
g fe left. 

. Get the Hi- 

SA Jump Boots (F), 
then get the missile tank up to'the right 
and up. You'll have to defeat the Sova to 
open the gray door. Go across the tunnel 
to the Save Point and save your progress. 


17.Return to the watery area in Brinstar and 
jump up to,reach the Spazer (G) near #14 if you 
Want it. The triple shots are nice, and you don't 
lose muchtime reaching it. On the other hand, 
you can move directly to face mini-Kraid and 
big-Kraid. 

18. At. the top of the Norfairelevator, use a. Super 
Missile on the right.wall.to enter, the mini-boss 
area. (You can blast-and:bomb-your-way to the 
right and up to. a Save Point before goingagainst 
the Kraid clan:) Blast mini-Kraid a few times to 
quiet him down, then continue to the right. To 
enter. the final room, zap the eyeball doorkeeper. 
with three Missiles. The eyeball-will:-be replaced 
by ablue door. 

19. DefeatKraid using Super Missiles fired into 
his open mouth: (See the final page for tips on 
defeating bosses.) Beyond Kraid's chamber to 
the right you'll get the Varia Suit (H): Save the 
Game at the Save Point'to the left and above 
Kraid’s chamber. Then get the Energy Tank in the 
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27. From the top, just beneath the blue door, 
bomb down into'the narrow passage until you 
See a narrow opening on the right where crea- 
tures appear. Beyond thatis the Ice Beam (J). 
pee you have the Ice Beam, go back to the Save 
oint. 
28, Return toBrinstar and the tall shaft with red 
tock walls. 
29. Climb up the shaft using the Ice Beam to 
freeze the Rippers, which you can then use as 
jumping platforms. At the very top is a door lead- 
ingto the right. 
Continue 
through the 
room beyond, 
freezing ené- 
mies’and hopping 
over them while 


E> 


We Sh ht 4 he hain 077/; 


Wali \ 


4 avoiding the 
spikes and suck- 
er plants by 


ceiling in the 
room with 
Beetoms. 
20. Return to 
Norfair and 
take the first 
door on the 
right. Pass 
sf through the 
long lava cham- 
ber, then.goup in the bubble room to the left 
door and the Save Point: 
21,Bomb your Way down through'the red floor, 
then take the door.|eading downward. Go to the 
bottom of the shaftand right into and through 
twolavarooms. 
22. Jump up through the quaking shaft and enter 
the door on the left. Cross the lava in Morphing 
Ball form on the floating platforms. 
23. Jump up in the rocky shaft, take the left 
door, go up in the bubble area and fill up with 
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making abre- 


viated 
jumps. (You 
can shorten 


the height of 


3 Samuss 
jump by 
tapping the 
jump button 

aad rather than 
pushing and holding it.) If you get caught by a 
sucker, jump and shoot to escape. 
30:Bomb down into the red rock shaft and enter 
thegreen door. Cross the room of sucker plants 
cautiously to receive the Power Bomb (K). Use a 
Power Bomb onthe wall above the statue and 
get more Missiles. 
31. Return to:the top Save Point in Norfair and 
save the game. Go back above and to the left to 
the room with the bars that drop from the ceiling 
and Speed Dash beneath them to the left. Usea 


Missiles and energy at the pipe. (Areas like this 
can be found throughout the game. Spending a 
minute or two can fill up your tanks for the rigors 
ae It’s worth the few minutes you'll spend 
there, 


) 


24. Go through the right, green door and Dash v 
along the collapsing floor to reach the Speed hh, 
Booster (I). iy 
25. Speed ¥ 
Dash back to 4 


the left, out- 

running the 

rising lava, 

thenreturn to 

the area near 

the elevator. 

Save your 

progress. 

26. Enter the top left door and Speed Dash 
beneath the closing doors. Continue left and 
upward. 


NORFAIR 


SPEED 
BOOSTER 


WAVE 
BEAM 


(87) 


Super Bomb on the floor. Go all the way to the 
left and down. 
32. From the bottom of the shaft, go through the 
door and Dash to the right. Don't stop until you 
reach the room with two doors. 
33. Before moving on, go up one level to the Save 
Point. The green door below leads to Croc, a mini- 
boss. Use the Charge Beam rather than Missiles 
in this fight. Each charged shot into Croc’s open 
mouth forces it back to the right toward the pool 
of lava. Eventually, you'll force it back into the 
= 1 pool. Get into 
= therhythm of 
Croc’s shots 
and you'll back 
it up quickly. 
34. Save the 
A game at the 
Save Point to 
the left of 
Croc’s pit. 


f) 
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destroy the rocks)on the floor, then Dash from the 
right tothe left, up the ramp and jump. You'll soar 


through'the air and reach the room with the Grappling 


Beam(L) 

36. Use the Grappling Beam,to go upward and across 
the water areas. Hit the green switch with a Super 
Missile to open the door. In the room with the metal 


Ripper, use the Grappling Beam on the Ripper to reach 


the red door. Inside, you'll get more Power,Bombs. 
87. Back in Croc’s cave, go all the way to the'right 
using multiple Grappling Beam jumps to reach the 


Energy Tank, Return 


to the Save Point at 


left from the top of 


Grappling Beam to 
cross the top of the 
lava chamber to 
teach the Missiles. 


B, C: To Crateria 
Pg. 61 


D: To Crateria 
Pg. 61 


E: To Crateria 
Pg. 61 


, GRAVITY 


oF jae hear lod 
4 wa and shoot 
= amissile 
= through 
= the green 
3 door. 

ei Open'the 
ed| by: be room to 

if za § Phantoon 


with the 
standard 
three 

Missiles in the doorkeeper’s eye. 

41, Defeat Phantoon by shooting Super 

Missiles, Missiles. or the Charge Beam in its eye 

when itis open or when Phantoonis in solid 

form. Five Super Missiles are all you need, but 

you'll have to make sure each one hits. You can 

get more Missiles from the 

blue shots with eyes. After 

putting Phantoon out of 

business, the power will 

feturn to the Wrecked 

Ship: Go.upstairs, get the 

Super Missiles beyond the 

gray door, then go to the 

ave Point and saVenWatch 
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out for sparking wires. 
42. Go up to the topcham= 


#33)Continue to the 


and go to #29 where 
you can get the X-Ray 
Scope by using the 
Grappling Beam to 
cross the ceiling of the 
dark room. (Although 
it's not necessary, the 
Scope can be very use- 
ful infinding hidden 
Passages and items. It's worth the time spent to get 
it) Go all the way up the redrock shaft to Crateria and 


save your game in Samus's ship. 


39. Gointo the cave to the right of the ship. Cross the 
water using the Grappling Beam. Pick up the Missiles. 


Continue to the Wrecked Ship. 
WRECKED SHIP 


the shaft and use the 


40. Move downward to the bottom of the first shaft 
inside the Wrecked Ship -Bomb through the floor 


Berand blast all the creatures, then leave to 
the'left: Look for the outside area shown in the 
screen shot where you'll bomb downward. 
43. Return to the right toward the Wrecked 
Ship. Use theGrappling Beam to cross over the 
spikes;Use the Morphing Ballin the Chozo’s 
hands. He'll deliver you to the Gravity Suit (0). 
44 Go through the left door and use bombs to 
feach.the room with robots. Knock the robots 
into theholes, then Super Jump up the chimney 
at the right. The X-Ray Scope will show,an 
invisible hole in front of the Reserve Tank so 
you can jump over it. 
45. Go through the spike room, then up through 
false ceilings and to the left. Cross the water 
tank room to get the Energy Tank, thenreturn 
TO'the right, go down and exit to Crateria. 
sy 20. Godown into the cave to 
Maridiaand bomb ahole upward 
from the watery tunnel to keep 
moving left. Take the elevator 
into Maridia and save the game. 
47. Go down and left. In the 
Sandy. chamber, go left, then 
4 jump up on the small ledges to 
get over the left wall. Go down 
and.use a Super Missile on the 
greendoor, You'll fall down a 


GOALS 
& TIME 


How are you doing in your 
time trial? Check your time 
against those listed for 
each item. Once you get an 
item, save the game as 
soon as possible. Items list- 
ed in gray are not required, 
but they may be useful. 


g 
| | 
A: Morphing Ball : 03:00 
B: Missile : 04:00 
C: Bomb : 06:00 
0: Charge Beam : 08:00 
E: Super Missile : 14:00 
F: Hi-Jump Boots : 18:00 
G: Spazer : 20:00 
: 22:00 
H: Varia Suit : 23:00 
|: Speed Booster : 28:00 
J: Ice Beam : 31:00 
K: Power Bomb : 33:00 
L: Grappling Beam : 40:00 
M: X-Ray Scope : 43:00 
N: Wave Beam : 47:00 
: 57:00 
O: Gravity Suit : 59:00 
: -:09.00 
P: Space Jump : 1:11.00 
Q: Plasma Beam : 1:16.00 * 
R: Spling Ball : t21.00 
S: Screw Attack : 1:24.00 
: £31.00 
: £43.00 


FINAL TIME 


1:46.00 


long shaft. 
Continue 
leftthrough 
the quick- 
sand room. 
48. Godown 
from the 
broken pipe. 
a mia room and 
through the red door to the Maproom. 
49, Keep going left until:you finda hole that 
drops into a corridor. To the left is the glass 
tunnel.Use a Super Bomb to blast it open, then 
Save in the room just below. Now, climb back 
up into Maridia and jump all the way to the top. 
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50. Use the Grappling Beam to reach the far 
right platform and.go through the blue door. Go 
up and to the right to get the Missiles, then go 
back and all the way down and through the 
green door. 

51.Use Super Bombs to blast down to the Save 

Point. In the pink room, use the Super Jump to 

reach the Missiles. Then go to the blue door in 

the upper left using the Super Jump. 

52. Keep moving to the right and use a Super 
Bomb to 
clear a pipe. 
Now you'll 


through the 
Wall to the 
right and 


we BE Te lia dist 


Botwoon the snake. Fight 

Botwoon using Missiles or the 

Charge Beam against its head, 

then continue to the right through 

the blue door. 

‘53, Get the Energy Tank in the pink 
brick’ceiling by using your 

Morphing Ball and bombs. Ge right fm 

and use the Grappling Beam to 

climb the wall and cross the 

quicksand area to the Save Point. 

54. Drop down and go through the green door, 
then drop through the spike floor. Beat the 
doorkeeper with three Missiles and fight 
pean Get the Space Jump (P). 

55. Return to the Save Point above. Charge up 
and save, then go back to #47 and use the 
Space Jump to reach the Plasma Beam (Q). 
(This is optional. It is a strong weapon, but it will 
take some time to reach that might be better 
spent collecting extra Missiles and Energy 


Dring 
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the floor, 
bomb 
through it 
and then 
bomb to 
the left. 
Keep 
going left 
until you 
= reach the 


58. Dive in and Space Jump up and left. Save 
your progress before taking the elevator down. 
Make sure you have plenty of energy. Go left 
from the elevator's base and use the Space 
Jump to cross over the lava pool. 
59.Use a Super Bomb against the far leftwall 
to reach the Chozo, who will drain the lake so 
(oy can go down to meet the Golden Torizo. 
).Fight the Golden Torizo using Super Missiles 
and Missiles or the Charge Beam. Use the Space 


Jump to keep Samus in the air above the Torizo's 
shots, Although the Torizo isn't a boss, you need 
to defeat it to get the Screw Attack, anditis 
tough. Aim for its head or its body just before it 
throws a weapon, Once you recognize the vul- 
nerable pose, 
it's easy, (Also, 
before the 
fight, you can 
ick up the 
issiles above 
this chamber if 
you Space 
Jump across 
3 the false floor.) 
Gi). Get the Screw Attack (S) and charge up your 
Energy Tanks at the Charge Unit. 
62.Goup and to the right, break the columns 
and continue to the right. Go through the door 
and climb up to the Save Point. 
63. At the bottom of the shaft, set bombs on 


a ree 


Tanks.) With or without the 
Plasma Beam, return to 
Samus's Ship in Crateria, 
then go down into Brinstar 
where you got the Morphing 
Ball. Use the Super Bomb to 
open a passage and get more 
Rem Super Bombs. Bomb through 
ss Re the left wall, then head 
i own and to the right, back 
to Norfair. Use the Save Point at #25. Go right 
and Super Dash through the stones. Go up 
through the bubble area using bombs, then head 
to the top of the chamber and to the right. 
56, Use the Grappling Beam and Space Jump to 
cross over to the red door, behind which you'll 
find the Wave Beam (N). (This item is optional, 
as well.) 
57.Go back to #21 by heading left and down. 
When you reach an area with lava just beneath 


the right wall, then move to the right. Go to the 
left after passing through the green door. Set 
off a Super Bomb and go down to the bottom. 
64.Use the Screw Attack in the room with the 
armored Space Pirates, then shoot them with 
Missiles. 
65.Ridley is to the left. Defeat it using Super 
Missiles, Missiles, or the Charge Beam. Shoot 
at a 45-degree angle, preferably with Super 
Missiles. If the 
winged boss 
grabs you, rapid- 
ly pushback and 
forth on the 
controller while 
pushing any but- 
ton. Look for the 
tail to indicate 
- an attack. You 
can get an 
Energy Tank in the right wall of the room beyond 
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Ridley's chamber after your glorious victory. 

66. Go up to the room with the stone face in the 
right wall. Blast your way into the next cham- 
ber. Use the Space Jump to reach the Energy 
Tank in the lower room without landing on the 
spikes. 

67. Go up to the very top of this area and walk 
through the left wall. (This hole is invisible to X- 
Rays.) 

68. Continue left and up and work your way 
back to the ship in Crateria. 

69. The Golden Statue of bosses doesn't block 
the path to Tourian any longer now that you've 
defeated all of the boss characters. Take the 
elevator down into Tourian. 


TOURIAN 
70.Head downward and to the right to save 
your progress. Tourianis a pretty straight shot, 
but you'll run into enemies, including. Metroids. 


Missiles. You'can 
get needed extra 
Missiles and'ener- 
gy from these 
creatures. 
72. This is your 
final game Save 
Point. Make sure 
you have virtually 
maxed out all of 
your Energy Tanks and Missiles. If you are under 
three hours elapsed game time at this point, you 
can spend some time back in the earlier areas 
grabbing as many Missile cannisters, Super 
Missiles and Energy Tanks as you can. If you 
grabbed the X-Ray Scope earlier, it will come in 
handy. Look at the map to find Missiles and 
Energy Tanks that you may.have missed. When 
you're all filled'up, save your game. You're about 
to face the mother of all bosses. 


Zebetites and battle the Mother Brainin two 
forms: At first, the Mother Brain looks as she did 
in the first Metroid game for the NES. You defeat 
her the same way, tad, with Missiles. But then 
she has'a surprisedor you. She transforms into a 
walking)Jaser-blasting horror|n this second form, 
attack the head (or-brain).with Missiles. You'll get 
hit since there are no safe areas, so having maxi- 
mum energy.is essential: 

74,Escape to the surface once the Mother Brain 
is defeated. You have'a mere three minutes to get 
back to,the:surface and blast off. There's only 
oneescape route at this point,so just runand 
Shoot out the closing doors, The Space Pirates 
‘anead will slow youdownif you stop to blast 
them all, so 
don’t ignore 
them or use 
the Hyper 
Beam as 


7\, Freeze the Metroids and blow themiup with 73.Godownto the bottom, blast through the required to 
. - 2 clear thepath. 
= . a Inthe next area, you'll be f oe 
Chasedup a series of jumps. ? " ” 
ne 


by rising favardump careful- 
ly, heading toithe upper left 
exit. When you reach 
Crateria; you'll justhave to 
make lots of jumps tofeach 
the top of the shaft. You'can’ 
jump over many platforms 
to speedup your ascent. At 
the surface, as the planet 
begins to self-destruct, you 
Should head to the right to 
your ship. Jump on.top and 
press down on the 
Controller to enter. Takeoff 
iS automatic: You didit. Since 
you made the entire journey 
in under three hours, you'll 
et the best ending—Samus 
ran reveals her true identi- 
ty by taking off the bulky 
space suit. Congratulations! 


The giant metroid 
squeezes Samus for all 
but one of her energy 
units. 


Escape to the Ship <—_———= 
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BLAST THE BOSS tere are the basics on beating the Metroid bosses. Save prior to attacking them. 


BRINSTAR WRECKED SHIP 


CRATERIA 


4 Phatoon’s blue drops 

4 cause the most problems, 
| but you can shoot them to 
} get Missiles and energy. 
Blast Phantoon when it is 
solid or when its eye is 


"| Kraid begins by rising out 
of the floor of spines. 
Only shots into his open 

| mouth will be effective. 
Three Super Missiles 
will do the trick. First, 


The first boss character 
won't last long. He comes 
to life automatically after 
you take the bombs. The 
stones he throws contain 
energy and Missiles. If 


you blast them you 
shouldn't run out. Shoot 
the Torizo in the face with 
your blaster or anywhere 
with Missiles. 


<m 


MARIDIA 


Once you enter the 
chamber, blast the four 
wall cannons so that 
they're sparking. Use the 
Grappling Beam when 
Draygon grabs you, 
°1 shooting it into one of 

| the sparking cannon 
holes. The current will 
zap Draygonin less than 
a minute. 


Rae, 


#4 shoot Kraid to get him to 
open his mouth. Blast the 
spikes he shoots to col- 

lect energy and Missiles. 


TOURIAN 


“| open. Use Super Missiles, 
} Missiles or the Charge 
| Beam to he effective. 


__ TOURIAN 


| Mother Brain waits 
behind a shield of glass 
and a barricade of 
Zehetites. Missiles are 

| the key. Bring as many as 
you can to blast both the 
Zehetites (the blocking 
columns) and Mother 
Brain’s enclosure. 


There's more to the Mother 
Brain than a brain. After you 
tick her off, she transforms 
into a moving menace. Be pre- 
pared to take some damage 
while attacking her head with 
Super Missiles and Missiles. 
Shoot at a 45-degree angle to 
keep your distance. 
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Doom" is a trademark of Id 
Software, Inc. 
* ©1993 Id Software, Inc. 
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® Blabolical Designs 
With Midway's Doom 64 looming large in prove that Nintendo Power always brings © 
this month’s eight-page review, we thought it you the most complete information anywhere, 
only fitting to reflect on its precursor, Super NES Doom, we've even included full layouts of all the secret lev- 

in this same issue. This is more than a quick look back at the els. With these maps in hand, you'll actually have a fight- 
classic—we’re presenting a complete set of maps! And just to ing chance at finishing off Doom’s demonic hordes. 


ve - i wouldn't become lost easily. If wiping the floor with ene- 4 
a : Would-be warri Nhile its mazes offer Blenne of de mies proves-.to be easy in the first few levels, don’t geta — 
angers and some \ firey fights, their routes were | chip on your shoulder. The really tough battles will begin 


designed to be fairly linear s@ that novice navigators at the Mil 


This first maze is straightforward, but remember to double back when There are a few secret passageways in this maze, the most important of 
you've entered the room just before the exit. If you make your way which leads to the open area shown on the left. When you enter the 
back to the hallway that leads to the zigzag room, an elevator will plant, push against the wall on the right side of the large computer sta- 
open in the area on the far left side of the map. tion to find the switch that opens the path to the te eae 


NINTENDO POWER 


> The Refinery has two exit doors: If you want to go to the Military 

© Base, you'llhave to head tothe area on the lower right side of the m 

| and find the mechanismetHat raises a bridge near the level's beginni 
Only the bravest soldiers should pick this path! 


a : 7 = a 


This maze willreally test your mettle! The enemy will come at you in 


__ swarms in open.areas that have little or no protective positions. You 


can enter the larger chambers in almost any order, but be sure to leave 
the large area shown on the bottom of the map for last. 


Command Control is the first place you'll find the Radiation Suits, and 
you're definitely going to need them in the long tunnels filled with toxic 
sludge. The map will also come in handy, especially while you're navi- 
gating the maze in the upper right section of the map. 


Most of the Lab's secrets aren't difficult to discover, but there is or 
place that's hard to find. When you reach a room that has a ledge posi- 
tioned above a toxic pool, shown in the middle of the map on the right 
side, jump off the ledge and hunt along the far wall for a hidden door. 


When you enter the room that’s just beyond the Computer Station's yel- 
low door, you'll have to act fast to deal with a swarm of snipers lurking 
overhead. Locate the elevator on the left side of the room, then take the 
battle up to the snipers’ hidden position. 


LH, scams 
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Phobos Anomaly is the first area’s final maze, but you'll need some seri- 
ous firepower to get out of it alive! There are a couple of Barons waiting 
in the star area on the map, so be sure to restock your arsenal in the 
chambers on either side of the main corridor. 
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The mazes in Area 2 are more difficult to navigate, and they present new breeds of beasts 
and force combatants to find new ways to get from one region on a map to another. In 
fact, getting through the Shores of Hell requires a shift in how players approach the 
game: While most of Area 1 placed an emphasis on picking off enemies rather than puz- 
zling over which way to proceed, Area 2 puts a higher premium on good puzzle-solv- 
ing and navigational skills. While you wander around, these labyrinthine levels, make 
sure that you:check your maps frequently to get a fix on your current location. 


When you enter’ this 
ont. use the first 
teleport you come 
across. Instead, work | ; 
your way to the end of ; L START J 
the hallway, pick up the 
Blue Key, and use the 
sniper’s nest to take out 
any emies below. 
With enemies gone, you 
can use that first teleport 
with le When you 
eventually. reach the 


room in the upper right } 
portion of the map, blast. 


your way up the stair: 
and push the button. 
Finally, backtrack to the 
sniper’s nest and use the 
new teleport to gain a | 
Plasma Gun. 


The Refinery is full of 
toxic sludge, so pre- j 
pare to take some seri 
ous damage unless | 
you can locate the ] 
Radiation Suits. While 
you avoid — getting 
mired in muck, don’t 
forget to find the prop- 
er exit door. This level 
has two exits to choose 
from, both of which 
can be found in the 
lower left section of | 
the floor plan. Be sure ] 
to pick the one in the ] 
left corner of the J 
map—it leads to the } 
Fortress of Mystery! | 


START J 
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The Hall's exit is close to its entrance, but, 


unfortunately for those who were hoping 
for a fast way out, it’s blocked by a series 
of blue, red, and yellow doors. You'll need } 
all three keys to escape, so don’t bother 


backtracking to the level’s beginning until 4 
you have them all in hand. The-Red Key is 
by far the hardest to locate, but if you head | 
to the upper right corner of the map, 
you're bound to come across it. And here’s 
a piece of advice: Going through the’ yel- 
low door located in the lower left section 
of the maze will earn you plenty of trouble 
and very few rewards. | 


Be sure to skip this level if you don’t like surprises! You'll be 
attacked as soon as you enter this secret:maze; but if you can 
survive the initial onslaught, you'll be able to completely 
restock your arsenal. 


The Lab is one enormous maze with lots of 
pathways to explore. But the fun of finding your | 
way around can turn into frustration if youend j 
up hunting fruitlessly for the door to the next | 
level! In case you're getting exasperated, here ~ 
are a few tips for finding the exit: First, make 
your way to the round room with the ring 
around it (shown near the bottom of the map). J 
Once inside the room, locate the teleport that } 
will take you to the area shown on the upper | 
left side of the maze. Next, jump into the pool 
of sludge and press the button located to the 
left. Back into the teleport just behind you, then | 
use the same teleport again when you’re back } 
in the round room. Believe it or not, the next 
level will be within your reach! ‘ 


When you enter, you'll see a pillar with four buttons, each cor- 
responding with a supply room. Press the buttons to see what's 
in.each room. You'can enter only ene room, so pick the one 
with the supplies you need. 
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While the Inferno’s maps look more simple than many of the previous mazes, their poten- 
tial for serious harm is actually a lot higher. Expect to see larger numbers of the most 
dangerous enemies, open areas where little protection is offered, and exit doors that seem 
so close but are actually.so far away. The Inferno’s top tip? Nab the BFG in Pandemonium! 


As you can see from the map, Hell 


Keep is a small stage: The only trick 
is to.cr the bridge (shown on the 

sht side of the map) before it 
has a chance'to collapse. You'll have 
to run across it.at top speed—a feat 
that’s easier said than done—but you 
shouldn’t despair’ if you fall. Just use 
the: pathway that goes around the 
edge of the area to get™ back on 
safer ground. 


We don’t want to spoil all the‘fun of finding the BFG, but he If you look at this level’as a big glove, you'll be spen in 
are a couple of pointerssYoulcan either aecess this powerful of your time defeating enemies inthe fin 

weapon by heading up’ the right-hand.stairway in the central and weapons.around the glove’s pink 

chamber or by searching the paths stemming « > horizontal ee 

hallway that’s shown inthe lower half of the map. 


START ; 
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The House of Pain’s combination of tight hallways 
and open areas will give you: feelings of both over- 
exposure and claustrophobia. And because almost 
every area is infested with enemies, this is definite- 
ly one of those levels that calls for peeking around 


corners and doorways before you go barreling into 
battle. While you may want to rush through the 
House in search of the exit (which is located in the 
lower left corner of the map), you should just tal 
your time and have plenty of patience « 

you who feels the pain! ee 


Being one large, open area with only a minimal number of 
buildings, Mt. Erebus is one of Doom’s most unusual levels. 
if you want to go to the Gate, you must first find the Blue Key 
in the triangular area on the bottom of the map, then locate 
the small passage on the right side of the map. But if you 
want to reach Warrens, focus your attention on, the rectan- 
gular room in the center. 


“SIN dns 


F 7 
innny 
Lig} 


Like Hell Keep, Warrens is a wide open space, but this space 
is jam-packed with some of the toughest enemies in tl 
game. Enter with plenty of ammo, take a quick step back as 
soon as you step in, then blast away. 


This is Doom’s final maze, but before declaring yourself the 
victor, you'll have to defeat the game’s toughest foes! Tr 

ing on the evil fiends while carefully working your way 
around the edge of the arena. 


With its large system of teleports and its maniacal lava maze, the 
Gate is arguably the most complex level in the game. Because it’s 
so complicated, we recommend that you study the map well and 
pay very close attention to where each teleport takes you. 


Game Boy made big news 
getting small fast fall. Now 
slim, trim Game Boy pocket 

of colors. Cherry red. Lemon yellow. Lime green. The hot colors 
screen are designed to make portable play even brighter. And portability is | Soe 
the name of the game. Pocket weighs less than five ounces—small enough = 
to fit in the palm of your hand, powerful enough to play every Game Boy Sen CHARS 

Pak ever produced. But when you take Game Boy pocket with you, you'll 

have to be careful. You don’t want to lose a green pocket in the grass. 

Leave a yellow one by the bananas. Or drop a clear one in the pool. 
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Game Boy pockets are small. Very small. They can camouflage them- ssz=% 
selves to hide from predators. You know, those game fanatics who j 
won't leave them alone. This month, they‘re hiding, in the*pages of 
Nintendo Power. Lots of them, but we’re not going to tell you how ' 
many. You'll have to scour every page to search them out. And be fore- 
warned: They can be very, very sneaky. They can be very tiny. Or only 
partially-visible. And they’re,just as likely to creep onto N64 or Super |f 
NES pages as they are to show.up in.Game Boy reviews. Try to find all of 


them, then enter for a chance to win a Game Boy pocket in the color of 
your choice! 


@ wrewv0 power 


Count the Game Boy pockets hidden throughout this*issue. Send your tally, along ™ 
with your name and address, to the address shown below by May.1, 1997, 
¢ J , rs 


J. Gel 4, 
Nintendo Power 4 


2 5 winners! Hide ‘n’ Seek Contest ; 


P.O. Box 97085 
Redmond, WA,98073-978: 


We'll draw 25 winners from among all entries with the correct tally. We'll print 
the correct numbef—and disclose the hiding places—in June’s Player's Pulse! 


s shown on this page, but 
ar to find. Now get to it- 
t seeking! 


OFFICIAL CONTEST RULES 

No purchase necessary. To enter, print your name, address, telephone number and the number of Game Boy pockets you find hid- 
den in this issue on a plain sheet of paper. Sendit to the address shown above. One entry per person, please. All entries must be 
postmarked no later than May 1, 1997. We are not responsible for illegible or incomplete entries, or for lost or misdirected mail. On 
or about May 15, 1997, winners will be randomly drawn from among all entries identifying the correct number of Game Boy pock- 
ets hidden in this issue. By accepting their prizes, winners consent to the use of their names, photographs, or other likenesses 
for the purpose of advertisements or promotions on behalf of “Nintendo Power” magazine and Nintendo of America Inc. (NOA) 
without further compensation. Prizes are limited to one per household. Chances of winning are determined by the total number 
of entries received. No substitution of prizes is permitted. All prizes will be awarded. To receive a list of winners, send your 
request to the address above after May 31, 1997. 

Prizes: Twenty-five winners will each receive a Game Boy Pocket in the color of his/her choice. Estimated total value of all prizes 
is $1,500. Some restrictions apply. Valid only in the U.S. and Canada (excluding Quebec ). Void where prohibited by law. Not open to 
employees of NOA, its affiliates, agencies or their immediate families. This contest is subject to all federal, state, provincial and 
local laws and regulations. Contest sponsored by Nintendo of America Inc. 


©1997HAL Laboratory, Inc. 
©1997 Nintendo. 


Kirby's back ina 

stellar new puzzler 

for Game Boy. How 
does it stack up? 

After playing for hours, 
Power editors agree: It's 
easy to pick up— 
but impossible to 
put down! 


A PERFECT PUZZLE! 


is: As the game pro- 

gresses, whole new 
rows of blocks peri- 
odically appear at the 
bottom of the screen, 
and, of course, those 
falling pairs — of 
objects start falling 
faster and __ faster. 


Puzzle Paks have always been some of the top offerings for 
Game Boy, and Kirby's Star Stacker is one of the best of the 
bunch. In the terrific tradition of games like Tetris, this puz- 
zler features pairs of falling objects or animal friends that 
you must manipulate and move around the screen in an 


attempt to 
clear away as 
many stars as 
you can. Put 


simply, the While Kirby’s Star 
stars will Stacker may sound similar to some other puzzlers, we’re 
only disap- certain that once you've gotten your hands on it, you'll 


find that it has so much variety and so many twists that you 
won't want to let go. In this Pak, Kirby stacks up three 
challenging, one-player variations, and with a Game Link, 
you can go head-to-head with a friend! So whether you’re 
a Kirby's fan or just a real puzzle fanatic, grab your Game 
Boy and start stacking! 


pear after 
they've been 
sandwiched 
between two 
identical ani- 
mal blocks. 


You 
using falling blocks. While the different modes share a similar style of play, they all have unique objectives and, as an added 
, bonus, completely separate skill-level settings. All four games are a blast, but the competition really heats up in the Vs. mode, 


_ with two players vying to see who can be the first fill up the other’s screen wit 


presen saps , sii 


In this mode, you must clear a certain number of stars The Vs. mode pits two 
before you can progress to a new round of play. You 
have to complete a series of rounds to finish each skill Ww 
_ level, and the harder you 


tthe game, the faster the }S374 Si yw add them to their oppo- 
pairs of blocks will fall. nents’ stacks. Every time a [ee } yee yy 
_ When you finish on Super Ww player clears stars, a new 
Hard, try the aptly named ye row of blocks appears at = 
> Insane setting! ! the bottom of his or her opponent's screen. When one play- 
i = > 4 er’s stack reaches the top of the screen, the game is over. The 


action quickly becomes fast and furious, so the player with 
- +! the fastest reflexes, the cleverest strategies, and most luck 


Ifyou want towininthe ill win! 
els of Round 


vide, down the 
the screen. If 


in the Vs. game, the winning player will be 
n image showing his or her own conquering 
of glory. Ah, the sweet smell of success! 
clear in just three minutes. While it’s a ‘si 
_ on an easy skill level, if you're looking to clear a lot of 
\ stars, you're going to have to set the game on a harder set- 
' ting. The higher skill 
__/ levels start you off with 
wr oops lots of stars and 
‘@ friend blocks 
4\ -on the screen, 
~— which sets up — 
‘i, the opportunity for — 
‘cool chain reactions. 


The Challenge mode allows you to play a variety of skill lev- 
d 4 ae : 

els without any time restraints or the goal of clearing a spe- 
cific number of stars. If you start on the Normal setting, the 
game will begin slowly and eventually progress to harder 
levels of play. If you'd rather jump right into the thick 
of things, use the Very Hard setting to start with faster 
falling blocks. 

pc 


Challenge mode lets you try out strategies that are useful for getting 
high scores in all the other modes. While playing on the harder settings 
is tough at first, it’s a great way to practice! 
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Li STARTSTACKIN' }" 


You'll need to have basic skills to be competitive in any of the modes, but you'll have to develop 
some killer strategies if you want to become a star stacker. If you need additional instruction, be 
sure to try the Rules option in the game. It’s a great primer. 


NS 


To clear loads of stars, and in turn, rack up tons of points, 
try creating a chain reaction! While there are many ways 
to make chain reactions occur, they often happen when a 
falling Friend 
Block clears a star 
and causes a shift 
in the stacks that 
leads to more stars 
and Friend Blocks 
being cleared from 
the screen. 


You can flip the pairs of falling blocks into vertical and hor- YX 


izontal positions by pressing the A, B, or Y Button and Yo 
move them back and 
forth across the screen 
by pressing Left or Right 
on the Control Pad. You 
can clear stars only by 
sandwiching them 
between two _ identical 
animal friends. 


on this course, no stars will 
be cleared. The pair to the left 
will clear a whole line! 


These shots show a cool chain reaction. 
In all, the falling hamster, Rick, clears one 
star and five other Friend Blocks. 


Dee Dee, the character on the right side of the screen, tries to make your game 
tougher by adding new lines to the bottom of the stacks. The additional row can 
send you over the top if your stacks are high. Try to keep the center rows clear. 
When you see Dee Dee's shaking fist instead of his face, you'll know that a new 
row is about to be added. 
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If your stacks are getting 

really high, you'd better 

keep clearing the center rows so that they can accom- 
modate falling critters. If you don't, the new lines Dee 
Dee pounds down will just make matters worse! 


KIRBY‘S STAR STACKER *) 
pea 


L« STELLAR STRATEGIES 


While you're bound to discover that there are lots of ways to earn high scores in Kirby’s Star 
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Stacker, you definitely won't rack up many stars without some very sound strategies. As is 
true in any great puzzle game, the best moves are always made by thinking ahead. 


SCORES OF STARE 


Your score goes up with every star you clear, so try to make the falling Friend Blocks count. 
Position the falling pairs so that they can clear as much of the screen as possible as they land. 
Keep a close eye on the box in the upper right so you'll 
know what pair is going 
to fall next. 


Rick the hamster could be placed 
on the right side of the stacks to 
clear a couple of blocks, but 
placing him as shown yields a lot more points. In fact, the 
chain reaction it causes clears about half of the screen! 


HOLD FOR THE HAND 


Pay close attention to the 
line that’s created when 
Dee Dee slams his fist 


If you're having a really tough time getting high scores on 
the harder skill levels, you may find it useful to change the 
game to an easier setting. All the best puzzle games require 
practice before you can become a proficient player, and 
Kirby’s Star Stacker is certainly 
no exception to the rule! Be 


down. Sometimes the new 
line sets up new plays, so 
watch for possibilities. In 


the upper picture on the 
right, the bottom line creat- 


ed by Dee Dee ends up scoring some 
points for the player. The next line, 


however, doesn’t seem to help ai 
all . . . at least not yet. 
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As a real bonus for players who like to set goals 
for themselves, Kirby’s Star Stacker saves 
three scores 
Challenge and Time Attack. The 
Records screen also shows the diffi- 

culty levels you had the game set on 
when you achieved your high scores. This is 
a particularly nice feature for staging chal- 
lenges, trying to improve your play, or just 


your best 


showing off to your friends! 


patient and start out slow. 
When you've built up your 
skills and perfected the many 
strategies for stacking stars, try 
your hand at a harder setting. 


: BEAT YOUR BEST y\) 
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ETIME ATTACK 


® NINTENDO POWER 


ame & Watch hits, finding its 
ket and briefcase. The object 


* 
* 


ee 
Cosa ahs tat ah 2s it 


You'll have to catch the jumpers 
three times before they'll 


Like the other Game & Watch updates, 
the new Fire game features such well- 
known Nintendo luminaries as Mario 
and Luigi, who are apparently moon- 
lighting as firefighters. Toad and 
Donkey Kong will bounce 
at different speeds, putting a 
slightly different spin on 
your rescue technique. 


GAME & WATCH 


1 ful Game and Watch 
eep players hopping. You must place a man- formula in thew’ d combination today, 
under gaps in the platforms to keep the run- but that doesn’t mean you Cain/& improve 

ners falling. Use the Control Pad to move your on things. This new Manhole 
- chara€ter — back = with Yoshi is a case in point! 
and forth and 
press A to move 
diagonally. Once 
again, if you rack 
up three misses, 
»| the party’s over. 
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The game's leisurely pace will 
soon turn quite frantic. The 
diagonal move is essential to 
staving off disaster. 


Once your game 
ends, you'll 
receive ahint that 


y might help you 

Pedestrians et abetter 

on the top ana g ay ; d 

bottom step score the next game, you can catch Toad or Donkey Kong as 

alternately. time around. All i 
the Game & 
Watch games 
have this handy 
feature. 


they fall, giving you a bit more leewal 


If you're not sup- 
porting a cover, a 
runner can cross 
over it, but thenit 
i ae 5 will fall. Be ready to 

You don't have to wait for the runner to cross the , pick it up before the 

gap and step on the next platform before you move Oa aw <* next runner comes! 

to the next crisis. Once the runner touches the — 

cover and the game beeps you can move on and he 

won't fall into the pit. 
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. This time it’s not faulty plumbing, but Mario's 
P nemesis Bowser that’s making such a sticky 
hings by dumping oil on the roof. Luckily for 
- Yoshi is on hand below to slurp up the greas 
- You'll have two containers for catching oil, one in 
hand, so you'll often be able to catch and dump at the 
same time. The trick will be gauging the drips to Yoshi's i 
- movements and deciding when to catch and which con- 
- tainer to use. 


Your containers 
will hold three 
drips each. Try to 
fill them up evenly 
as you go. If a 
Question Mark 


: Block Sites re ‘ost 
1 : car) 17) some oil when he’s stand- 
Classic Style 4 | ing right next toit. He'll 
Sporting stylish flip-top cases, the Game & Watch units com- —~ 2 3 breeed se ay 


bined sophisticated looks with fun colors, much like the Game which will erase one spill. 
Boy and Game Boy Pocket do | 
today. At about the size of an 
N64 Game Pak when closed, 
G&Ws were pretty high-tech 
back in 1980. Nowadays, you 
could fit a powerful 
computer into | 
the same case! 


Released 7/16/1966 
Silver Series 
Hit the moles as 
they pop up. 
Sree 
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GAME & WATCH 
Modern 


ndersea wreck to retrieve sacks of gleaming doesn’t seem t6 
e. This is easier said than done, however. nist. This new and eee O«tO} 
ig tentacles and less-than-sunny disposition, 
us is quite capable of defending his hoard, and aha of influence. Even so, you : shill be able to - 

it will take all of your relatively safe spots as you go. Be wafieds if you Walt (00) 
cunning to get past his long in the boat, you'll eventually jumpyout automatic 
guard. There is a safe ly, right into the path 
spot, but you'll still have of a tentacle! 
to proceed cautiously. 
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Classic Fun 


Game & Watches sold like hotcakes and continued to be — 

_ popular long after more sophisticated hardware and soft- > (—-< rackupenough points, 
ware were introduced. Some even featured popular — Coa “§ itu may fly by ai 
Nintendo characters, like Link from the Zelda series. ¢ : ff aHeart Collect 

_ Nintendo no longer distributes G&Ws in the U.S., but other 

_ companies continue to market similar single-game units. 
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Volume 94 (Mar. 97) 
Volume 93 (Feb. ‘97) 

Volume 92 (Jan. ‘97) 

Volume 91 (Dec. ‘96) 

Volume 90 (Nov. '96) 
Volume 89 (Oct. ‘96) 

Volume 88 (Sept. ‘96) 
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Total Strategy Guides 
Amount #21121 Final Fantasy (Vol. 17) $550 | $700] $ 
$ #19687 Super Mario Bros.3(Vol.13) $5.50 | $700] $ 
$ Players’ Guides 
$ DKC 3:Dixie Kong’s Double Trouble $1750 | $ 
$ Super Mario 64 $1750 | $ 
$ Super Mario RPG $1750 | $ 
$ DKC 2: Diddy’s Kong Quest $18.00 $. 
Super Mario World2: Yoshi's Island $13.00 $17.50 $ 
S Chrono Trigger sig00 | $2550] $ 
§ Killer Instinct $13.00 $ 
S Donkey Kong Country $ 
cS Super Metroid $ 
$ StreetFighter Il Turbo $25.50 $ 
$ Mario Paint $17.50 $ 
$ Top Secret Password Book $18.00 | $25.50 8. 
$s Zelda—A Link to the Past $18.00 | $25.50 $. 
$ 2 NES $18.00 | $2550 | $ 
$ NES Game Atlas $18.00 | $25.50 $ 
$ Graphic Novels 
$ #27642 Legend of ZeldaComic Book $13.00 | $1750 | $ 
$ #27643 Super Mario Adventures Comic Book $12.00 | $16.00 | $ 
$ 
$ 
$. 
$ Washington State residents 
$ sles as Alow our to si week ent 
$. 
$ 
$ 
$. 


Player’s Poll—Volume 95 


. A . Name Age 
You could win some very cool prizes in our 
Player's Poll Contest for April. No fooling! Just address Membership No. behets ls 
fill out this card and send it in. If you don't, the ( ) 
j if ! Cit State/Prov. Zip/Postal 
joke's on you! y BT Gade Telephone No. 
Check out the list on page 106, then write down the numbers for your L. Virtual Boy 1. Yes 2. No 
five favorite games in order of preference, with your top choice first. M PC 1. Yes 2. No 
A 1s 2 3. 4 5 N. Atari Jaguar 1. Yes 2, No 
8. GameBoy 1 2 3. 4. 5 O. Sega Genesis 1. Yes 2, No 
P. Sega CD 1. Yes 2. No 
C. Nintendo 64 1 2 3 4. 5 Q. Sega Game Gear 1. Yes 2. No 
D. Which five products are you most interested in playing? R. Sega Saturn 1. Yes 2. No 
1 2 3 4 5 S. Sony PlayStation 1. Yes 2. No 
E. How old are you? T. 3D0 1.Yes 2. No 
1.Under6 2.6-11 3.12-14 4. 15-17 5. 18-24 6. 25 or older U. Other 1.Yes 2, No 
What additional hardware did you purchase for your Nintendo 64? 
fi cae 2. Femal V. N64 Controller Pak (memory) 1. Yes 2. No 3. | don't own an N64 
Nar. ene W. N64 RF Switch/RF Modulator (set) 1.Yes 2. No 3. | don't own an N64 
X. N64 Controller 1. Yes 2. No 3. | don't own an N64 


What systems do you © wn? 


G. Nintendo 64 1.Yes 2.No 
H. NES 1.Yes 2.No 
|. Game Boy 1. Yes 2. No 
J. Game Boy Pocket 1. Yes 2. No 
K. Super NES 1. Yes 2. No 


BACK ISSUE/PLAYER’S GUIDE ORDER FORM 


Catch up on the classics. Order Nintendo Power issues listed on 
the back of this form. The prices shown include the cost of ship- 
ping and handling. 


Name 


City State/Prov. Zip/Postal Code 


ee 


Telephone No. Membership No, 


Please check method of payment: 


J Ch Money Order J MasterCard WJ Visa 

(Payable to Nintendo) 
Credit Card Number oO "Expiration Date 
Cardholder's Signature oO 


Cardholder's Name 


Trivia Question: What's the name of the "Dinosaur Hunter" who stars in comic books and a 
Nintendo 64 game? 


Answer 


Mail in your card now, and keep your fingers crossed! 


With Nintendo Power's inside info, you can pump up your 
playing skills to pounce on the competition. Bounce back 
into the hot strategies and behind-the-scenes stories you 
may have missed. Our back issues and Players’ Guides are 
power-packed to keep you leaps and bounds ahead of the 
rest. Or when game playing has you bouncin' off the walls, 
dive into the worlds of our graphic novels. So hop to it and 
power up! To get the goods shipped straight to your house, 
send your order form to: 


Nintendo Power Magazine 
P.O. Box 97032 
Redmond, WA 98073-9732 


BE IN HHE SEQUEETO 


GRAND an ON\AV7o 
PRIZE LP LIIKOLIR 


DINOSAUR HUNTER! 


GO TO AUSTIN; TEXAS, TO MEET ACCLAIM(S IGUANA’ ENTERTAINMENT) | 


TEAM, THE DEVELOPERS OF TUROK? DINOSAUR HUNTER! 


THEY/LL DIGITIZE YOUR IMAGE, RECORD YOUR: VOICE, AND) PUT) THEM\ 
%, IN| THE SEQUEL—YOU'LL BE ONE OF TUROKS' HEALTH| POWER-UPS! THEN 


a WITH) A\ SPECIAL CODE, YOULL SEE YOURSELF IN| THE REAL GAME! 


AND) YOULL WIN THE ORIGINAL TUROK? DINOSAUR HUNTER FOR THE: 


N64 FROM ACCLAIM ENTERTAINMENT, TOO! 


‘eh PRIZE 


= AWN) AUTOGRAPHED COPY OF 


TUROK? THE EMPTY SOULS: 
COMIC #1 


A TUROK? 
DINOSAUR 
HUNTER GAME 
PAK FOR YOUR 
N64 


T-SHIRT AND MUG 


DON’T HUNT BIONt 
WITHOU 


A TUROK: DINOSAUR HUNTER? 


> 


YOUR VOTE 
counts! 


OFFICIAL CONTEST RULES 


No purchase necessary. To enter, 
either fill out the Player's Poll 
response card or print your name, 
address, telephone number, Vol. 95, 
and the answer to the trivia question 
on a plain 3 1/2” x 5” card. Mail your 
entry to this address: 


NINTENDO POWER 
PLAYER'S POLL VOL. 95 
P.O. BOX 97062 

REDMOND, WA 98073-9762 


One entry per person, please. All entries 
must be postmarked no later than May 1, 
1997. We are not responsible for lost or 
misdirected mail. On or about May 15, 
1997, winners will be randomly drawn 
from among all eligible entries. By 
accepting their prizes, winners consent 
to the use of their names, photographs, 
or other likenesses for the purpose of 
advertisements or promotions on behalf 
of “Nintendo Power" magazine and 
Nintendo of America Inc. (NOA) without 
further compensation. Prizes are limited 
to one per household. Chances of win- 
ning are determined by the total number 
of entries received. The ratio of prizes to 
entry cards distributed is 56:1,000,000. 
No substitution of prizes is permitted. All 
prizes will be awarded. To receive a list 
of winners, send your request to the 
address above after May 31, 1997. 
GRAND PRIZE: The Grand Prize Winner 
will travel to the offices of Acclaim 
Entertainment's subsidiary, Iguana 
Entertainment, in Austin, Texas. 
Programmers at Iguana will digitize the 
winner's likeness and record his/her 
voice. Both the likeness and voice sam- 
ple will be used in the sequel to Turok: 
Dinosaur Hunter. If the sequel to Turok: 
Dinosaur Hunter is unavailable, Nintendo 
reserves the right to use the winner's 
likeness and voice in a different game 
developed by Acclaim. Grand Prize 
Winner will also receive Turok: Dinosaur 
Hunter for the N64. Estimated total value 
of all prizes is $3,500. Some restrictions 
apply. Valid only in the U.S. and Canada. 
Void where prohibited by law. Not open 
to employees of NOA, its affiliates, 
agencies or their immediate families. 
This contest is subject to all federal, 
state and local laws and regulations. 
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he clerk at the livestock store won't 
sell you chickens or cattle unless you 
have enough grass growing in and 
around your fields. The amount of hay you 
have is not measured by the pile stacked in 
your silo or how much feed you buy at the 
store. The clerk keeps track of the number 
of grass squares you have growing around 
your farm. Remedy your purchase problem 
by buying and planting more grass seed 
during the spring, summer or fall. 


here are several reasons why your 
cows might not produce milk. If 
you've just bought your cow from 
the store, you won't be able to milk her 
for at least 21 days, and only then if 
you take care of her every day. You 


It takes 21 ane of brushing and feeding your 
store-bought cow before she produces milk. 


84) NINTENDO POWER 


The clerk behind the counter at the livestock 
store won't sell you animals that you can't feed. 


must — pave and are to your cows 


once a day. The happier your cow is, 
the more milk she'll produce. If you're 
worried about time, don’t sweat it-time 
stops whenever you step inside the cat- 
tle shed. You'll also need to keep your 


ity you aarieh and talk to your cow every day, 
she'll gradually produce larger quantities of milk. 


cs 


5 
eS 
am eS 


Plant more grass and store your hay inside the silo 
until the clerk decides that you have enough feed. 


cattle out of the rain _ away from the 
moles in your field. One final tip: you 
need the milking machine before you 
can milk your cows. Look for the 
device on sale at your local General 
Store for a whopping 1800G 


Yodocan milk” 


‘It’s a mitker 
by Using it toward a cow. 


BL it’ s1 : me 


Don't forget to buy the milking machine for your 
cows. You'll findit for sale at the General Store. 


tampede Sprint's third Bonus Barrel is 
G:: of the toughest to reach in the 

entire game. To find the barrel, Ellie 
the Elephant must complete the course 
with Parry the parallel bird flying over- 
head. The best way to accomplish this 
task is to remember where the high obsta- 
cles are located in the stage and time your 
jumps accordingly. Your feathered friend 
will now transform into the Bonus Barrel 
when you reach the No Parry sign. 


ince the Ripsaw is chasing you 
. throughout the entire stage, it’s easy 
to miss the important details near 
the end of the level. Directly below the 


If you time your leap just right, you can spring for 


the invisible Auto-fire Barrel beneath the letter G. 


he Bonus Barrel most players miss in 
T Swoopy Salvo is located in the left 
tree trunk directly across from the No 
Squawks sign. Instead of egging the Green 


Don't egg this pathetic Green Zinger. Hold your 
fire and fly up the right side of the left tree trunk. 


va 


letter G is an invisible Auto-fire Barrel. If 
you jump for it, you'll blast upward into 
an Invincibility Barrel. The Invincibility 
Barrel takes the bite out of the saw 


The Auto-fire Barrel shoots you up into an 
Invincibility Barrel. The ripsaw can’t hurt you now! 


up the right side of the left trunk until you 
see Swoopys diving out of a hole. Avoid the 
Swoopys and fly inside the left tree trunk. 


Go against the Swoopy flow and fly into this hole. 
Inside you'll find two Red Zingers waiting for you. 


The trick to finding Stampede Sprint's third Bonus 
Barrel is to keep Parry with you through the stage. 


15 THE DK COIN In RIPSAW 


JRD BONUS BARREL IN SWO 


Zinger and entering the right tree trunk, fly 


If you memorize the locations of the high obsta- 
Cles in the stage, Parry can go the distance. 


blade. Ride the saw to the top of the 


level where you'll find Koin and a Steel 
Barrel. Stand above Koin and toss the 
barrel to the left to claim your prize. 


At the top of the stage you'll find Koin and a 
Steel Barrel. Bonk Koin and grab your DK Coin. 


There you'll see two Red Zingers flying 
around in a tight circle. The bees are pro- 
tecting an invisible Bonus Barrel. Duck the 
bees and make for the barrel. 


These circling Red Zingers are protecting an invisi- 
ble Bonus Barrel. Dive between the bees to find it. 
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he only way to reach the Pink Bob- 
T omb at the top of Wet-Dry World is 

to flood the entire level to the highest 
water level. This is a time consuming task 
unless you know the trick. If you jump into 
the highest part of the painting leading to 
Wet-Dry World, the stage will automati- 
cally flood. The best way to jump in high 
is to execute a Backwards Somersault or a 


Triple Jump as you leap into the painting. Reaching the Pink Bob-omb at the top of Wet- Jump into the highest part of the Wet-Dry 
Dry World can take time, but there's a quick trick. World painting and you'll flood the entire stage. 
[2] 


T he transparent star you find near the rea inside the core at the top of the easier to get mt the Red Coins when the 


entrance of Tick Tock Clock is the hour, or when the big hand points to clock is stopped. After you collect the 
sixth star in the stage. You'll have to twelve. If you jump in at that exact eight Red Coins, the Star will solidify and 


find all eight Red Coins to catch this star. moment, the clock gears will freeze. It’s float up near the highest part of the clock. 


you want this star, at ‘Il have to find all eight To freeze the rotating gizmos inside the clock, It's easiest to collect all eight Red Coins when the 
Red Coins gyrating around in Tick Tock Clock. jump into the face when the big handis at the top. clock is stopped and all the gears are frozen. 


aa 


y ou’ll need ite waren cont to reach rege vapor square, you'll veer to retrace canis a Double mmnene over he low ice 


the Star inside the Igloo. You'll find your steps and finish the Vanish Cap wall. Once you have the Vanish Cap, you 
the Vanish cap in the solid Blue Course inside the moat. To reach the Blue can run through the rest of the ice wall 
Exclamation Block. If the Blue Block is a Exclamation Block inside the Igloo, exe- inside the igloo and easily reach the star. 


This star is frozen in a solid block of ice inside Hit the Blue Exclamation Block to activate the If you udon'thave the nich Cap, return to ro the 
the Igloo. You'll need the Vanish cap to reach it. Vanish Cap. Now run over and get your star. Castle Moat and complete the Vanish Cap Course. 
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hen you finish Stages One, Three, 
I Five and Eleven, you'll learn a 

Bonus Move. After you learn a 
Bonus Move, you must have a_ full 
Aggression Meter, to execute it. If you 
lose your life or 25% of your health, the 
Aggression Meter will reset to zero. To 
rebuild your Aggression, disengage from 
the battle or back away from your enemy 
until the meter is fully restored. 


> CUTTHROAT ISLAND 


> P th 


You'll learn useful new Bonus Moves when you 
complete Stages One, Three, Five and Eleven. 


Bonus Moves can be used when your Aggression 
Meter is full. Avoid damage until the meter is full. 


eal 


overnor Ainslee is waiting for you 
with his cutlass at the end of the 


hb: in Stage Eleven. You can 


defeat him easily if you trap him in the 


Don't let the bad Governor cut you up. You don't 
have to use your sword to win the battle. 


HOW DO 1 DEFEAT GOVERNOR AINSLEE? 


far left corner. Open your attack with 
a series of Slide Kicks until he is 
pushed up against the left corner of 
the screen. The Slide Kicks will knock 


Use a quick series of Slide Kicks to trap 
Governor Ainslee in the far left corner. 


him off balance. Once he’s down and 
trapped, you can hit him with a series 
of uppercuts or sweeps. Repeat this 
until he resigns. 


Once Ainslee is trapped, you can finish him off 
with a rapid combination of uppercuts and sweeps. 


In the WSA Call: 
1-900-c88-070? 


QGA FAST FACTS 


>> 


($1.50 per minute. Callers under 18 
need parental permission to call.) 


Or write to: Counselors’ Corner, P.O. Box 97033 
Redmond, WA 98073-9733 


In Canada Call: 
1-900-951-4400 


($2.00 per minute. Callers under 18 


need parental permission to call.) | 


KI GOLD 


SUPER MARIO RPG 


ETERS 


PINOCCHIO 


Q: ls Kim Wu's Dragon Punch pop-up also a 
Special move? 
A: 


+ My game doesn't save my highest combo 
scores. Why not? 

Thisis one of the features that does not 
save. It resets whenever you turn off the 
power. 


No. It's only a pop-up, not a Special move. 


A: 


Q: What do | get for finding all the treasure 
boxes? 


A: Nothing! But the Treasure Box Monster in 
Monstro will tell you when you have them. 
Q: what does the Fungi Lamp do? 


A: The Fungi Lamp restores your HP and FP. 
just like when you stay at aninn. Stand in 
front of it and press the A Button. 


: Can| enter any of the doors and windows in 


: Whatis the purpose of the pages? 


the first stage? 
: No. You can enter only the archways. 


Collect the pages to gain special abilities, 
such as high jumping or attack spins. 
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Leave‘ awijers on the Milky Way 
Marx theBird is the last enemy oy the Planet Nova 
and the final opponent.in Milky Way Wishes, the 
sixth game in Kirby Sper Star. When you pluck all 
of Marx's feathers, you'll be able to fight your way 
through Kirby’s Arena game, a fast-paced, tourna- 
ment fighting game. 


Al Hot-Foered Squeeze Play 
Thanos puts the squeeze on you at his favorite bar- 
beque pit. If you stand still too long, he'll tickle 
your toes with flickering flames. Even if you avoid 
being burned, he'll smash you flat between two 
crushing walls. Select a fast character and use the 
Soul Gem in this final fight. 


Flick Trick 
ister is the final freaky foe in 
Boogerman's pick and flick adventure. This totally 
gross enemy can be ‘tairly easy to defeat if you 
remember to switch sides of the room with him 
every time he charges. If you don’t, the conse- 
quences will be breathtaking and stomach-turning. 


~ St a) 
0 OOO Owes 


TITS 


SSOOHSD 


2 V'QIO'0 9 


sau Madness 
General Headslot is dancing a\funky two-step 
inside a heavy metal mech robot at the end of the 
game. If you've saved your morph explosions and 
know the weak spot, you'll stand a good chance of 
stripping the gears in Headslot's monstrous mech 
and sending the General out for spare parts. 
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The Ult 2 Sacrifice 

You'll engounter the Queen Alien in Surface Area 
#10 in the Red Hot mission. Contrary to what is 
mentioned in the insttuction manual, the Blue Flame 
- Thrower does more damage to the Queen Alien than 
the Red Flame Thrower does. Just make sure that 
you conserve your blue fuel before the battle. 


(0) revo Power 


Unlike other titles that feature bad bosses at the 
end of the game, Prince of Persia II guards its 
ending with a fairly difficult puzzle. You'll have to 
defeat a sentry and jump in front of a burning 
torch to break the spell cast on the sleeping 
princess. 


PAUSE 


Rout Geers! Krytos 

The games final encounter takes place in General 
Krytos’s spaceship high above the earth. While 
you can select X-O Manowar, General Krytos has 
a tough time getting past Ironman’s Roundhouse 
Kick. If this is your first attempt at beating the 
game, save your thumbs and go with Ironman. 


ALL BUT 
ONE OF THE 
cuPs IS 


The final soldier in the Airship is tough, especially 
if you don't have a gun, but you can defeat him if 
you remember his pattern and time your jumps. 
After you finish the stage, you'll have to choose 
the chalice that is the Holy Grail. If you make the 
wrong choice, your father will perish. 


ewevil Outof Visconty 
Visconty Ahe Devil is a green reptile waiting for 
Ardy inside the Royal Throne room. You can’t hurt 
Visconty until Don Jacoby shows up and destroys 
his purple force field. Then you can use the jet 
platform to blast up to Visconty and knock the 
scales right off his back. 


The Demon Gargoyle transforms three times 
before being defeated. At first he splits into two 
fireball-shooting gargoyles. After you hit him 30 
times, his eyes shoot twin lasers. When you hit 
him 40 more times, he changes into three flying 
gargoyles. Hit him 50 more times to win the game. 


seuspereyer® 
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aopaNs rawrcy v 


BLA' 


A. 
NINTEN| 


1-Player 


57 Stages 


1 Controller Pak (14 data pages) ‘jem, Rating 
Memory Back-up (eS) -A 


There’s a who 
Nintendo’s 
Although most people think of the N64 as a machine that max- 


imizes creative fun, it can be used for destructive fun, as well. || 7 


In Blast Corps, players operate heavy demolition machines in 
order to save the world from a nuclear nightmare. Piloting 12 
machines of destruction 
through the dozens of areas 
where a leaking nuclear mis- 
sile vehicle must pass, play- 
ers race against time to clear 
the way of obstacles that 
could make the nukes crash 


and blow. That would be a_ ||} 


bad thing. The good thing is that you have serious machinery | 
to work with—machines that slam, pulverize, and crumble the 
foundations of any unfortunate building that gets in the way. | 


Blast Corps also gives players freedom of choice—freedom to 
choose their own path and to choose which vehicle (from 


those available) that they will drive. In addition to the stages | 


where you knock over towns, Blast Corps has lots of bonus 
areas with special vehicles and goals. The development team 


at Rare also included extensive help for the early stages of the || 
game in the form of pop-up messages and hints. These mes- | 
sages come in handy since the game includes a number of sub-_ || 7 


goals, and each vehicle has very different demolition charac- 


teristics. But the real stand-out feature of Blast Corps is the ||” 


graphics, including dramatic explosions, clouds of dust and 


smoke kicked up by your rampage. Destruction for destruc- | 
tion’s sake may be fun for a while, but in the end, players find | 


more satisfaction in mas- 
tering the different vehi- 


SE RRL 


cles and overcoming the 
inventive obstacles — in 
each stage. Give this game 
a play and you'll see that it 
isn’t all just smoke and 
broken mirrors. 


@> Innovative game play. Great graphics. Lots of levels. 


@ The play control for some vehicles is not intuitive. 
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Controller Pak (2 data pages) (ss) Rating 


1-Player 
32 Levels 


The Doom phenomenon begins anew on the 
Nintendo 64. 


When is a port not a port? In the case of Midway’s Doom 64, 
the game is not a port because all the areas are new—new 
maps, new puzzles, new challenges. The rest of the game is 
vintage Doom with several outstanding exceptions. Exception 
number one is that the 3-D graphics look more realistic than 
anything we’ve seen so far on 
the N64, and that’s quite an 


moves faster and smoother 
than any previous incarna- 
tion of Doom. The sound is 
also exceptional, not to men- 
tion being an essential part of 


effects can clue you in on the direction of upcoming attacks or 


opening passages. In other words, you can hear a door open to |} 
the left, then move in that direction to find it. The game play |} 
remains Doom through and through, which may disappoint |} 


some players who expected more. But Doom fans should 


rejoice now that they have the best of all possible Dooms. In the || 


game, you reprise the role of the lone space marine who 


encounters demons from another dimension. The invaders have 


taken over an installation on one of the moons of Mars, so help 
is not likely. It is your job to stop the invasion before it spreads 
further, but all you have to help you in your mission is your own 
agility and the scattered weapons and items that you can pick 
up along the way. It’s an all-out lead-fest with gore and goo pil- 
ing up in mounds, which accounts for the Mature rating. But 
Doom defines the entire genre of 3-D shooters in the same way 
that Tetris defines puzzle games. Everything else is compared to 
it. In the case of Doom 64, the competition will be hard-pressed 
to match the game play experience or the graphics. 


Realistic, stunning 3-D graphics. Fast. True to the original Doom 
games. 


=) Enemy animation too jerky. 


| im 
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achievement. Doom 64 also | 


the game play. The stereo | 


Mature ~~ 


Bani 


KURBY’S STAR STACKER 


Nintendo/2 Megabit s 


Battery backed-up memory ey 


Rating 


2-Player KA 


Game Link 


More masterful puzzle action from Nintendo. 


Kirby’s three pals play the 
central role in this puzzle 
game from Nintendo. 
Although the action looks a 
bit like Tetris Attack at a fast 
glance, the play turns out to 
be quite different. The best 
way to clear rows from the 
window is by sandwiching 
star pieces between two pal pieces of the same type. Two Coos |} 
flanking three stars, for example, will cancel out all five pieces. 
The sandwich action can 
take place horizontally or 
vertically and larger chains 
earn extra stars that clear 
even more pieces from the 
screen. Players can choose 
from four modes of play 
including Round Clear, Vs., 
Challenge, and Time Attack. 
The Rules option teaches you how to play while the Records 
option keeps track of the best Challenge scores and times for 
Time Attack. Kirby’s animated antics liven up the victory 
screens and the Super Game Boy enhanced border and colors 
make the game more than suitable for play on the Super NES. 
If the game seems simple at first, try cranking it up a few notch- 
es in difficulty. With four levels of challenge, there’s a speed for 
everybody. There’s even a hidden, super insane level of diffi- 
culty for masochists. If you can survive more than a few 
moments on Insane, give yourself a medal. This month, Power 
helps you get started on the road to insanity. 


Seems simple, but is very challenging and fun. Four game play 
modes. Battery. 


& Kirby is just a figurehead. Higher difficulty levels are truly 


er demented. 


Pros Picks) ET i i in MT) 


E Game & Watch Galler 


Ainlene eae 5 


Category 


Action 


Graphics & Sound 


| Wie : 
Pits 


Four games in one Pak 
Based on Game & Watch 


|-Player 
Battery backed-memory 


Return of the Game & Watch. 


Game & Watch from Nintendo was a series of hand held game 
units produced in the early to mid 1980s. The series featured 
LCD screens and games that 
managed to be both simple 


those games 
ed to Game Boy in Game & 
Watch Gallery. 
include Oil 


have been adapt- 


The games 
Panic, Fire, 
Octopus and 


expect any puzzle elements. 
It’s just pure reaction and increasing speed. Sometimes that’s all 
you want. Gallery provides a quick escape to simpler times. 


Simple but engaging play. Four games in one Pa 
backed-up memory. 


. Battery 


Highly repetitive. Not very sophisticated compared to most other 
Nintendo Game Boy titles. 


and challenging. Now, four of 


Manhole. Don’t | 


F-| Pole Position 


PIEIE esse egapirs 


Cotegory 
Racing 

¥ Graphics & Sound 

> 


& Play Control 


Challenge 
Q Theme & Fun 


Pirty 


ce 


Rating 


1-4 Player 
KA 


Passwords 


4-Player adapter required 
Originally released in 1993 


Ubi Soft’s formula one racer 
road. What you'll discover is 


a challenging race with sev- 


drivers such as Andretti and 
Mansell, you'll find yourself 


on international tracks with terrain, racing in cars with a vari- | 


for Game Boy is back on the | 


eral realistic features. In addi- ||7 
tion to racing against great | 


ety of famous, brand name equipment. You must qualify to | 


race in the Grand Prix mode, but you can race just for fun or 
for the best time on any of the 17 tracks. Up to four players can | 


play in the unlikely event that you have four Pole Positions, 
four Game Boys, and a four-player adapter to link them all. 


Good features and several modes. Passwords. 


B, Qualifying, even for the first event, requires very fast times. 
(Not a casual racer.) 


PROS” PEK 


SP] Scott-Sports, Simulations, Adventure 
(9 Henry-Fighting, Action, Sports 


@® Dan-Action, Adventure, Puzzles 


Power Meter . 


The Power Meter 


+ Graphics & Sound 


ratings 
are derived from pro eval- 
uations using a five point 
scale with five being the 


@ gem 


Challenge 
@ gem 


highest score possible for 
a category. | 


If you like the same types of games as our pro Anes) Tien cHeck 16r his or her seal of snpreal. 


@ Terry-RPGs, Simulations, Puzzles 
[PS] Paul-Fighting, Sports, Simulations, 


@ Leslie-RPGs, Simulations, Adventure 


ESRB. Relingse Entertainment Software Ratings Board. | 


icons reflect appropriate ages for players. To | 
contact the ESRB regrading the rating system, call 1-800-771-3772. 


FES] Early F2=4 Kids to Teen Fay Adult 
€9) Childhood sy Adults (18+) 


Mature 
(17+) 


Games that were released prior to the 
commencement of the ratings system are 
designated N-R. 
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CHALLENGE #1 


KEN GRIFFEY JR.“S WINNING RUN 


Mark “Psycho” Vittone has a heavy hitting challenge for 

Ken Griffey’s Winning Run. How many Home Runs can 

you hit in the Home Run Derby BEFORE you get your 

first out? Snap a photo of your favorite batter after you 

earn your first out, then send it in to the Arena. Of 

course, you could bend the rules a little and keep swing- 
ing, but don’t mail a photo with more than one out! The top twenty-five sluggers will strut from 
the ballpark with four Super Power Stamps and the respect and admiration of the masses. 


CHALLENGE #2 


WAVE RACE 64 


It’s race day, fans, and this month the Wave Race 64 cir- 
“cuit is churning Up the*placid*waters of Drake Lake. Set 
your lap count to three on the Options Menu and fill out 
your environmental impact statement. By now everyone 
knows about the turbo start trick, right? If you're scratch- 
ing your sunburned head, check out tip #35 of the N64 Power Tips insert in the January Bonus 
issue. The top twenty-five fastest times glide away with four Super Power Stamps. 


SUPER MARIO 64 


You probably knew that Tick Tock Clock on the third floor of the 

castle is packed full\of coins and trouble, but did you ever stop 

the clock to think about how mafiycains you could find among 

the'gears and gizmos inside? It might be easier if yowcould keep 

the gears from’ turning. If youscan{tfigure out how to stop it, 

check out this month's Counselors’ Corner, then make like a Mario mouse and run up the clock to see 
how niany coins you can collect. T e first twenty-five coin collectors pocket four Super Power Stamps. 


SNACK ATTACK 


Are you ready for a treat? Match the fouled up foods with the correct game clue. This quiz is just for 
fun. Look for the answers in next month’s Arena. 


A. Mario dreams about it in his sleep. — Cookie 

B. Fastest growing crop in Harvest Moon. — Magic Mushroom 
C. The troops at Zenan Bridge need it. — Brain Food Lunch 
D. Hylian, witches brew it to make powerful potions. — Jerky 

E . Yoshi spitstitatifoes. — Radish 

F . EarthBound’s most expensive meal. — Green Watermelon 
G. Boshi is always willing to race for it. — Lurchin 

H. Nibbla gets mad if he eats it. — Ravioli 


APRILIS MCMXCVII 


YOSHI'S ISLAND Jeff Derrenberger Fishers, IN i Derrick Indialantic, FL 1:58.83 
* 100% scores in all six worlds (Volume 87) Brandon Prall Olympia, WA B Hermansdorfer 
Chris Aagaard Wichita, KS Mike Seow Schomberg, ON is Ben Matson Greeley, CO 1:59.76 
ason Antoine Reedsburg, WI Joel Truman Grand Rapids, MI 5 Alex Morrow _ Irvine, CA 1:59.96 
Ryan Barrett Middletown, OH Chip Webster —_St. James, MO 0:13.10 Brian Sulisz Brosseile, MI 2:07.66 
Andrew Beckett Sheboygan, WI Steve Barnes Bellingham, WA 0:13.20 Raghav Reddy Morganton, NC 2:08.06 
Steve Derr West Newton, PA 0:13.20 J 


Brandyn Bonbrake Lemoore, CA 
Harry Brammer Brookfield, WI 
Brian Campbell Lindale, TX 

Jesse Chase Battle Ground, WA 
Samuel Cooper Quebec City, PQ 
Ryan Cunningham Redmond, WA 
Kai Dessecker Strasburg, OH 
Hal Dworkis 
Ryan Fisher 


_ PILOTWINGS 64) 

Turned the corner in the ice ca with the 
Hang Glider and lived to take a picture! 

(Volume 90) © © “aes? 

Ryan Acosta Longwood, FL 

Ryan Fischer Fishers, IN 


1 
4 


SUPER MARIO’64 


451, stars in Big Boo’s Haunt’ (Volume 
_ David Asal Bristol, RI 
MAN X3 i Ridgecrest, CA 
| Hornet Stage first Jape Benrud © — Onalaska, WI 
mi b “Nobleton, ON 
Robert Landa odd Andetion } Bill even ‘Neponset, IL 
Tinniiee Patrick Brady Pat Britton lake Orion, MI 
Andy Long Tomas Casal Ben Burnett ; ~““West Chester, OH 
Nicholas Marston Andrew Burton” Seattle, WA an 
Rusty Moyher Eddie Cassi ly Coral Springs, FL } : 
Vincent Niou Palo Alto, CA Michael & KennyiChang Orange, CA ie 3 
Brad Parrack Riverside, CA = Andrew Cieply Barneveld, NY | \ 
Cincinnati, OH Mike Herman Ryan Cloyd ‘ Fort Collins, CO g 
Albany, NY John Hershberger Jonathan Cournoyer — Belveil, PQ ® 
Wynantskill, NY petal [sneer Steven Dents Gibbon Glade, PA } ) 
Eugene, OR lephen King II Brian Donadio Clemmons, NC iB 
Grafton, VA Shawn Fogarty North Brookfield, MA { (3 
Pascal Lemieux St. Antoine, PQ ih 
Daniel Llamas Van Nuys, CA ; 
Brian Jaworski Red Bank, NJ j 
| Paul Tremiti Michael Johnson Weatherford, TX # 
| Bryan Wagner James Kan Brampion, ON i 
by Ryan Kozar Aurora, OH + 


4 Peter Kruger - Huntington) NY it 

Daniel Tc V msend Northridge, CA Jacques Lamarche —_St. Hubert, PQ y 

Michael i Los A eles, CA Ryan Hayes Dayton, OH @ 

Tung vu Jamall Hughes Axis, AL e 

Tommy Won co,CA John Montgomery Vallejo, CA y 

To ; _ Adam Pallesen West Palm Beach, FL fy 

__ Adam Phillips Newton, NC 4 

Kyle Bradfield _ Philippe Poirier lle-Bizard, PQ 4 
Mike Higbee f Mississauga, ON 4 
Mike Randall —_ Allen Pa x Gimli, MB & 


Mike Vollmer — Great Manhasset Hills, NY ' 


Phillip Weiand Beaver ( x Gourmet Race (Volume 88) ~, _ Mike and af Sutherland Madison, NJ 7; 
Geoff Archer c \ d Jamie Freedman Ann Arbor, MI Channahon, IL ig 
Klint Bagger Allen Park, MI 0:13.00 Michael Clarke Sepulveda, CA Manitowoc, WI y 
Mike Brodie Kitchener, ON 0:13.00 Joel Weik Wolcott, CT North Olmsted, OH ; 


: 
Write your name, address and Member Number on Include your Super NES or N64 in Address entries to: ‘ 
the back of your photo. Challenges in this issue high score. Dim the lights and th ] POWER PLAYERS’ ARENA 
must be received no later than May 10, 1997. The tos without a flash. If you're ta a | P.O. BOX 97033 

top qualifiers receive Super Power Stamps. Game Boy, place it ona flat surfae = REDMOND, WA 98073-9733 


ENTER THE ARENA A 


If you’re looking for April Fools, <a 
don’t look here. All the news fi 
from around the world on N64 j 
development passes through : 

Pak Watch first. No fooling. 

This month, we take a further 

peek at Yoshi’s Island 64 and 

Star Fox 64, and we have a spe- 

cial report on Kemco’s Top Gear 

Rally. As for Super NES players, 


keep your systems plugged in s 
: 4 , because Lost Vikings II is on the way. 


THE INSIDE SOURCE ON FUTURE GAMES 


YOSHI'S ISLAND.64 


ast month we had so many shots from Japan on Zelda 
64 and Star Fox 64 that we didn’t have space to 
include the latest shots of Yoshi's Island 64. This 
month, Yoshi gets top billing. We don’t have a lot of 

news about the game, which is due for release later this 
year, but the screen shots paint a picture of pure Miyamoto and 
Tezuka magic. The 
2/2-D game, as it is 
being called by 
Yoshi’s _ director, 
Takashi Tezuka, 
features 3-D ren- 
dered graphics in a 
2-D, side-scrolling 
format. The effect 
will be like a super- 
enhanced Donkey 
Kong Country. The action focuses on Yoshi, once more, and his 
trusty train of eggs prove to be the perfect weapon for a world 
filled with Shyguys, Spinys and other familiar baddies. Should 
the cuteness of the imagery make you question the game play, 
however, ask anyone who forged through the original Yoshi's 
Island for the Super NES—they’Il 
tell you that the game was no 
cakewalk. As for the whining 
baby Mario, no sign of the little 
tyke has shown up yet, but 
the developers won’t confirm 
whether he makes an appearance 
or not. If so, let’s hope they give 
him a pacifier to keep him quiet. 


| Bi 


EXCULSIVE GAME 


FOCUS 


ak Watch headed across town to Boss Game Studios 
ca to takes a test drive of Top Gear Rally from 


of N64 development and the people on the cutting 
our industry. : 
Having visited Boss before, we knew to expect wildlife in the 
"office: The per capita number of pets, particularly reptiles, 
* inhabiting Boss probably keeps the local mouse merchant in 
business, and we're not talking computer peripherals here. Bit 
‘we weren't expecting giant spiders like the one that dropped on 
our heads when we entered the office of Colin Gordon, Boss’s 
VP of Product Development. “You should seé some of the reac- 
tions | get from people yitien, that happens,” joked the affable 
Gordon. Like that of | many 
j “game development compa- 


office suite occupied by 
Boss is laid-back. and a bit 
cluttered. Keeping a neat 


pushing for game. excel- 
lence is . Rob Povey, Boss’s 
Technical Director and.-dri- 
ving Parte behind the Top Gear Rally Project, demands the best 
__ from his team and, fortunately for everyone involved, gets it. “I 
never thought I’d be doing a racing game,” Rob told us, 
“which is strange because I love driving.” We heard 
a story. about Rob’s driving“that we won't get. into f 


here, but he. ‘clearly knows the territory—from the Z 
technical side of dealing with a sophisticated com- Oh mea 
, puter’system such asthe N64 to the creative side of , ¥ ; Ay 
* knowing how to make games. “Control and a sense of ff \ 


* speed are vital, y he explained: “In Top Gear Rally; we 
are concentrating « on a’very realistic physics model. 
You'll be able-to feel. the road, and play control will 
change « on different road surfaces, such as pavement 
_ or snow.” oe . 

“In other reptile- -infestéd parts of ‘the Boss office, 
"the emphasis is on the visual reality of the game. 
Brian Sostrom, Top Gear Rally’s lead artist,/has creat- 

. ed realistic, seamless textures for use on the polygo- 
nal landscape. The tracks were designed by Kemco’s 
in-house developers in Japan, then sent to Boss where 
Brian: was <i “charge.” a implementing the design. 
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-nies, the atmosphere in'the » 


desk is not a ‘priority; * 


—— Brian Sostrom 
Naas ae lead artist 
Sw = Gabriel Garcia 
ory y 3-D modeler 
Rae Brian Fehdrau 
ng lead programmer 
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STUDIOS 


Although there are just four courses, each course shows several 
faces during the game, including races in $nhoW and at night, 
Some of the special effects being developed by Boss add extra 
drama to these conditions. We marveled at the reflection maps 
being used, which become evident in the headlight glare of cars 
at night or in the bright sunshine. Although reflections may seem 
a subtle touch, they add a 
distinct measure of reality 
that make ‘surfaces look ° 
metallic or glassy, Subtle 
shading, is used in the tex- 
tures on the cars them= 
selves by Gabriel Garcia, 
Boss’s_ talented polygon 


SE OEE ee Ree ee PR, ae 


; photograph. 


’ cles, which we are sworn not to reveal. (But 


. extras.in Top Gear Rally ‘will be the. custom: car 


~ out for a spin. At this stage,-only the 


~ dent. You feel solidly in control of 


siipii 


modeler. Using as-few 
as 200 polygons on 
some of the models 
might tend to make 
the cars look flat with. 
sharp edges, _ but 


textures to make. the 

oP ie flat panels look round 
or curved. Gabriel had his hands full researching some of the 
cars.'One Porsche was so rare that he was able to find only a sin- 
gle photograph of the vehicle’ by searching through countless 
books, magazines and the’ World Wide Web. Eventually, he 
found.a car collector i in Caloratlo who provided a good 


Rally will include nine cats and two secret vehi- 


believe us, they are both unexpected.) In the 
Japanese version of the game, six of the cars 
will be completely new. One of the codlest , 


choices that you can make and, -then save with a 

. Controller Pak. 
Players will be able 
to change not only the 
colors of panels on the 
car, but logos,”as well. 
“(There’s one logo that 
Power readers will 
instantly 
And that’s just the 
beginning. You'll also. be “ble to customize’ the engines, tires, 


» transmission, suspension, Controller setup and degree of analog 


tension of the N64. Contrdller. The 
last two options should help you out 
on the road, and thats what really 
counts," 

“The highlight of the four came 
when we got to take Top Gear Rally 


desert course was drivable, but even 


so, the play control that Rob Povey 
had talked about was already evi- 


“these bugs 


Gabriel uses. shaded * ~ 


“We had Gabriel estimate 
» the actual distance of the § 


“IN 
TOP GEAR 
RALLY... YOU'LL BE 
ABLE TO FEEL 
THE ROAD.” 
ROB POVEY 


_ game, if you drive well, 
you'll win.” No matter 
* how skillful’ you are, 
recognize.) — 


the car, and there’s a real 
sense of speed. There 
were also some pretty 
interesting bugs, which is j 


typical games. when 
they are first pieced 
together. | e case of 


seeing cars fly, hover, and 
drive up along the steel 
girders of a bridge or 
straight through a canyon 
wall. Of course, a 


squashed by the 
game is released. j 
the courses themse 
each one has a 
terrain theme such a 
desert, the mountains, | 
seashore and the swam 
but. the- terrain — varie 
widely along each road. 


courses to be between 
four and five miles. It 

of three minutes to ¢ 
\ _ consists of three Ia 
. mode, drivers w | 


ivers in the neighborhood 
one lap, and each race 
e one-player Grand Prix 
choice of three cars in 
,, each circuit consist- 
ch of thé four tracks. 
ure hotter cars and 
more Al for the-oppot ne Rob promises that 
there won't be any cheatin 
ly hate it when 
¢ars appear out of 
nowhere” and get in 
front of-you. In this 


however, it might be 
difficult to get ahead 
and stay ahead with a ” 
fi eld of 11 cars competing on narrow, wi 

course also features several di 
] the weather conditions will, fu 
driving conditions. All in all, Top 
like the best racer in the works: 
Kemco should please se one by A 


magineer’s King of 
Pro Baseball has 
been released in 
Japan, and_ even 

though it isn’t currently 
scheduled for release in North 
America, we thought you might 
like to take a look. Affectionately 
known as Big Head Baseball here 
at Nintendo, the game has a 
familiar, arcade-cartoon feel; but 


it delivers serious baseball in 3-D and includes the official teams 
from Japan’s Professional Baseball League. At the plate, you can 
move your swing zone around to make solid contact on any 
strike. From the mound, your pitchers hurl a repertoire of fast- 
balls, curves and other pitches into a strike zone that shows up 


over the plate. Talk about control. 


t's taken a long time, but Interplay’s funny, 
funky Norsemen have returned to grace the 
Super NES with another puzzling adven- 
ture. The Lost Vikings II proves that you 
don’t need 64-bits to have fun if you have cre- 


ative developers. In the original 


Swift, Baleog the Fierce and Olaf the Stout teamed up 
to bumble their way through some devilishly clever 


side-scrolling stages. The trick to 


to use each of the character’s skills to progress through 
various puzzles and traps. You can switch from one 
Viking to another, move them along to where their 
skills are needed, then move another Viking. In the new 
adventure, our three hearty heroes are joined by two 
new companions who add their own skills to the mix. 
One is Scorch the magic dragon, who would like to see 
the sea. (Ho, ho.) The other is a werewolf named Fang. 
With thirty-one stages in five worlds to conquer, not to 
mention constant jokes, pratfalls and gags, The Lost 
Vikings II will make you keep your Super NES plugged 
in for a long time to come. Next month, Power will fea- 
ture in-depth game play strategies for the video Vikings. 
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Out in the field, fly balls drop 
into a white circle that turns 
red if your defensive player 
moves within catching range. 
It’s very graphical 

and intuitive. 


Lost Vikings, Eric the 


Ce eT 


oP, 


playing the Vikings is 


But perhaps the 
coolest part of 
King of Pro is the 
animation. The 
game switches 
camera views 
to show your 
large-headed 
players making 
the play in dra- 
matic close-ups 
while the voice-over enthusi- 
astically calls the action, 
although in Japanese. The ani- 
mation really picks up when 
you screw up. For example, 
some players turn into ice 
when they strike out. We’ve 
had a lot of fun with this game 
here at Power, and we hope 
the game makes it to the 

West in an English version. 


ast summer’s box office smash hit, Mission: 
Impossible, could become this summer’s N64 hit 
if the developers at Ocean continue at their cur- 
rent pace. It seems like we've been following this 
story forever, but the most recent versions of the game have 
been putting all the elements together. Ocean provided these 
screen shots, taken 
from the first stage 
of the game, but 
we'll have even 
more for you next 
month after we visit 
Ocean for a hands- 
on play test of 
Mission: Impossible, 
As for the 
game, Ocean is call- 
ing it a “spy simulation,” and that’s not too far off the mark. 
Like Ethan Hunt in the movie, you will be thrust into danger- 
ous intrigues around the world. You'll have special gadgets, 
like the pen that doubles as a tranquilizer hypo and a device 
that makes instant masks so Ethan can 
assume alternate identities. One cool 
B ip; 


innovation jis the use of the Mouse-cam, 
a remote viewing option that allows you 
to look into rooms where it’s too dan- 
gerous to go. 


4 


{ 


or all you fantasy fans who are dying for some 
immersive action, welcome to Hexen from GT 
Interactive. This faithful port from the original 
Windows 95 game _ from id Software (designed by 

Raven Software) features magic and weapon play in a 
first-person, Gothic environment. But what really sets Hexen 
apart from Doom 64 and Turok is 
the four-player modes, Using war- 
riors, mages or clerics, you can 
work together with three buddies 
on a cooperative adventure that is 
almost a live role-playing experi- 
ence, or you can show your disdain 


os 
on 


=xtra 


of America 


Ne camera vit 
Mouse 


Combine all this with some of the most detailed game graph- 
ics we've ever seen, and the great theme music, and you've 
got the potential coe 

for an undercover 
blockbuster. As for 


the release date, 

we're keeping our —  *™ 

fingers crossed for “~' 
June or July. pin 


au + eee 
LHP HK <= ARRAY 
Vik 


oy i iS ie BAX Al 


for them and engage them in hand-to-hand combat. You can 
walk, you can run and you can fly, but the Serpent Riders 
make sure that you cannot hide. For players who enjoy spell 
casting more than commando action, Hexen may prove to be 


a breath of fresh air. 
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POWER SOURCE 
SWITCH 


After two years of double-duty, Nintendo Power Source is 
moving exclusively to the World Wide Web and closing 
down its site on America Online. “It just makes more sense 
to put everything in one place,” said Geoff Rainville, who 
heads up Nintendo’s on-line presence. Recent improve- 
ments in the capabilities of the Internet will allow Power 
Source to continue all of its popular events, hosted chat 
forums, contests and 
other interactive activi- 
ties. It should also speed 
up the process of putting 
new materials on the site 
since only one version 
has to be made. And in 
the future, the Web is where innovati 
bringing you more graphics, sound 
you're looking for Nintendo Power ‘ 
head to the following address: WW 


SBMINTENDO POWER SOURCES 


WELGAME Te, Www.niMTeNco.cam 


will happen first, 
interactivity. If 
e on the Web, 


work done by Boss Studios on 
ear Rally special feature on 
t they have signed them up for the 
jowboarding game. Although it’s too 
ut this game, Kemco wants it to 
treme feel of the sport. Oliver Miyashita, 

ger of Kemco here in the United States, told 
| that the game could be finished as early as 
Talk about living on the edge. 


PARADIGM 
TAKES FLIGHT 


_ In January we reported on Sonic Wings Assault, a unique 
fighter game in the works at Paradigm Entertainment—the 
same folks who worked with Mr. Miyamoto on Pilotwings 
64. That game is now headed to North America thanks to 
publisher, Mc O’River, and the North American version is 
being called Aerofighter Assault. Paradigm’s experience 
with military simulations gives it the knowledge to recreate 
some of the hottest fighter jets in the world for this game. 
Players will scream at supersonic speeds in both U.S. and 
Russian planes. But Paradigm has learned that sims aren’t 
necessarily the same thing as games, so they’ve taken a page 
out of Japanese monster movies and added a twist to 
Aerofighters. The action takes place in the future—a future 
in which giant monsters menace humanity. Your job as an 
ace aerofighter is to bomb and strafe the brutes. It may not 
be original, but the combination of realistic flight sim action 
with fantastic monsters could be a winner. 
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MORE GAME BOY 
CLASSICS | 
ames never die, they just become classics and 
pecial prices. That seems to be the work- 


everal publishers, including Interplay, Namco, 
Black Pearl. The latest returnees include the 


olitaire Fun Pak. Each Fun Pak game contains sev- 
| classic games, so you get a lot for your money. Namco’s 
ular Pac-Man and Ms. Pac-Man will return to the stores 
jis spring, as well. Black Pearl will rerelease Super Star 
Wars: Return of the Jedi and Toy Story. At Sunsoft, the word 
is that Daffy Duck, Looney Tunes, Speedy Gonzalez and 
Taz-Mania will all make return appearances. 


FREAK BOY LIVES! 


We have heard officially that Freak Boy from Virgin 
Interactive has taken on a new life. During the on-again, off- 
again lifetime of this project, Freak Boy has moved from 
being a sort of action puzzle game to a shooter and now 
back again to the action puzzle realm. The project leader, 
Mark Kelly, is very excited about the renewed direction of 
the game. He explained that the game will feature a unique 
puzzle strategy in which your character uses a wide assort- 
ment of tools or items on three body zones: head, torso and 
legs. The success of your strategy, or how you use the tools, 
will determine whether or not you move on to the next 
area. The goal in the game is to collect 40 orbs in several 
very alien worlds. Mark described the nature of each world 
as being based on some phenomenon, such as light, energy 
or motion. The nature of these worlds is reflected in the 
puzzles that you must solve. For instance, in the light world, 
you might enter an area in which the enemies are attracted 
to light. If you have the right tool, say a flashlight, you can 
use it as a decoy to draw the baddies away from where you 
want to go. Mark promised to give Pak Watch the first 
exclusive pictures of the revamped Freak Boy as soon as 
possible. (He also said that the pictures appearing in various 
publications claiming to be Freak Boy are actually from a 
very old demo that has little in common with the new game, 
which just goes to prove that you should never believe any- 
thing unless you see it in Pak Watch.) Apparently, Virgin 
considers Freak Boy to be one of its potentially biggest hits 
for the end of the year. We hope to take an early look at this 
enigmatic game sometime in the next few weeks. We'll let 
you know what we see. : 


Tf omipway cears up 


Midway Home Entertainment continues to be the Dream 
Team member with the most dreams, and the most titles for 
the N64 currently in the works. The latest games said to be 
underway at Midway’s Atari Games development house 


include arcade r. 


e before the end of the year. 


could be playing these games sone 


Sub-Zero « 
3-D fighting led BioFreaks has been approved at 
Midway, as_ concept is that, in a post-apocalyptic 


world, tribes 
s of the tribes. 


how realistic sports video 
games can be. Konami's U.S. 

subsidiary has just been wait- 
ing for the green light to bring 
the game across the Pacific. 
We have further word that 


Konami will develop a second Nod game for the U.S. and 
Canada using their in-house development group in Illinois. 
Acclaim’s plans for the N64 keep expanding. The most 
1 include Jam 
would be 


recent titles to be put forth as possible N64 gar 
Extreme and Magic: The Gathering. Jam Extre 
based on the NBA Jam license, while Magic woul 
tronic version of the popular trading card game 


of the Coast. Both games are tentatively scheduled for release 


in 1988. 
At Ocean, in addition to Mission: Impossible an 
Circus, we have heard that a third game may soon be 
way in the U.K. We don’t have any specs yet on Ultra C 


but the group that will design the game has previously cr e% 


some stunning flight sims. 


Finally, from GT Interactive, it seems that Duke Nukem 3D is 
is back on track. It was considered DOA for a while because ¢ 2 
the mature nature of the PC version. The idea now is to make 
significant changes to the N64 Duke Nukem, changes that 
should make for a more involving game. Play in the current se 
Duke Nukem game leans heavily to the shooter side of action _ 
games. GT Interactive has proposed that the N64 game 
include a wider scope of activities, making it more of an adven- 
ture. It may not be as racy as the PC game, but it should be 


more fun. 


| San Francisco Rush and 3-D fighter, 


here in the Midway fold, work continues on Robotron 
ods. We hope to have some new screen shots of 
within the next month, so stay tuned. If all goes 
over the 


ted bionically enhanced champions 


rid of the N64? Lots. Here’s 
) push ahead with a version 
orth American market. In 


CLAY FIGHTER 63 1/3 SUMMER ’97 
DARK RIFT SPRING ’97 
DUKE NUKEM 3-D FALL '97 
FIFA SOCCER 64 SPRING '97 
FREAK BOY FALL ’97 
GOLDENEYE 007 SUMMER ’97 
HEXEN SUMMER ’97 
LAMBORGHINI 64 SUMMER '97 
MISSION: IMPOSSIBLE SUMMER ’97: 
ROBOTECH: CRYSTAL DREAM FALL ’97 
SPACE CIRCUS FALL ’97 
STAR FOX 64 SUMMER ’97 
TOP GEAR RALLY SUMMER '97. 
WARGODS SUMMER '97 
WORLD CHAMPIONSHIP WRESTLING FALL '97 


YOSHI'S ISLAND 64 FALL 97 
ZELDA 64 FALL ’97 


BRUNS 

WORLD TOURNAMENT OF CHAMPIONS SUMMER ’S7 
THE LOST VIKINGS II SPRING '97 
TIMON & PUMBAA SUMMER ’97 
HERCULES SPRING ’97 
KEN GRIFFEY JR. PRESENTS MLB SPRING ’97 
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0; hig F F cc a0 Erik, Olaf, ss a and:two-new charactérssto 
ang es. Une big review*on i defend the galaxy. Check out the new features, 


and his Arwing team are back on 
the flight line, prepaying for a new adventure, 


Edevelopments on. 
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e/Super Breakout 213. Mole Mania 264. Descent 


55. Ken Griffey Jr’s Winning Run. 110. RoboTTrek 


3¢ Killer Instinct the Thrve Kingdoms IV box 214 265, Doom 64 
rete 57, King Arthur & the Knights of Justice Crazy Castle2 218 266, EarthBound 64 (Mother 3) 
bi sonic 59, Kirby Super Star 166, Castlevania Adventure 2 
i, AAAHEHI! Real Monster 60. The Legend of Zelda Secret of Evermore 167, Castlevania I: Belmont’s Revenge 218 
2 ese Anko the Past Secret of Mana 1s a ailioede eS 
6: Areade’s Greatest Hits 61, Lemmings 2 Sine ity 169: College Slam | 2 
Ardy Lightfoot en aly 2 170. Contra: The Alien War 


Sport ence 
Seth aver Ue 


1, Cutthroat Island el Mansell’s World Championship 


8: Bass Master II 63. Looney Tune: i 
DIympic Summer Games 


9: Bnss Mastrs Css 64: The Lost Vikings 
fasters Classic Pro Edition 65, The Lost Viking 


ack Bass with Hank Parker 68 Lufia IL 
i Bass with Hank Parker 67, Madden NFL 96, 


68. Madden NFL ‘97 
69. Magic Boy 


1 
172, Defender/Joust 
173. Des 
174. Disney’s Pinocchio 
175, Donkey Kong Land 
1 


76. Donke 


mg Land 2: Diddy's Kong, 


ee Mass Pate Re eoneecana Guat 9 ttle 
rick’s World Tournament of Marvel Super Heroes in fario All ‘Stars. 177. Donkey Kong “94 280. Monster Dunk 
War of the Gems I 8. Dr. Mario 281. Mortal Kombat ‘Trilogy 


Champions 
17. Bust a Move 
18, Castlevania Dracula X 
Casper 
Chrono Te 


The Mask 
Maui Mallard in Cold Shadow 
Mechwyarrigr 3050 


79. DragonHeart 

2:Yoshi’s Island 490, Earthworm Jim 
181, Earthworm Jim 2 
182. FIFA Soccer 96 


284. Quake 
285. Quarterback Club “98 
Lis 


2 Dreams 
288, St. Andrews Old Course 


"Football USA ‘97 


Slam Lurt Baseball 


‘ 
34. Cutthtoat isan Might &M the Stars 
25 Demolton Nan 80. Mighty Morphin Power Rang ip bow I: Final Edition a 3 n 289. Star FOxGh 
3. Demolition Ma The Movie Tetris & Dr Mario 187, Game & Watch Calley 339, Sword of Hope I 290, Star Wars Shadows of the Empire 

peng en gy, Moa & Headphone Jack Tetris Attack 188, Hercules 240. Tazmania 2 291. Super Mario 64 

Se an 82. Mortal 9 Timon & Pumboa 189, Hunchback of Notre Dame 241, Tetris 

pee aaa 83, Mortal Kon mba 3 pear 3000 190. ron Man X-O Manowar In Heavy 242/ Tetris Attack 

Donkey Kong Country 4. Mr. Do! foy Story 243. Tetris Blast 

8 85. Ms. Pac Mai Trae Lies 244, Tetris 2 


31. Donkey Kong Country 2 
32. Donkey Kong Country 3 
Doom 


43. Ultimate Mortal Kombat 3 192. feet Dae rain 245, Timon & Pumbaa 


86. Mutant Chronicles; Doom Troopers 
iS Uncharted Waters New Horizons 193, Jungle Strike 246, Tiny Toon Adventures 2 


7. NBA Gi 


Dragon View 5, Uniracers 194 ‘ox 
EarthBound Urban Strike 195. oy Story 200, WCW Wre 
Earthworm jim ‘War 3010: The Revolution 196. ick & Field 300. Wild Cho 
Earthworm Jim 2 Wario’s Woods 197. King of Fighters ‘95 Urban Strike 301, Wonder Project J 2 


302. WWE Wrestling 


Emmitt Smith F 
103. Yoshi's Island 64 


9. WeaponLord 198. Kirby’s Block Ball 

Whirz 199: Kirby's Dam Land 
1. Winter Gold 204 
152. WWF Raw 201 
153, WWE Wrestlemania: The Arcade Game 202 ker 
154. X-Men: Mu ocalypse 203, Lamborghini American Challenge 
99, Oscar 155, Zoop 204. The Legend of Zelda: Lin 
100. PGA European Tou 

Power Pigs of the 


Wario Land: Super Mario Land 2 
WWF Raw Other Picks 
255. Zoop 


304. Chameleon Twist 
305. Dragon Que 
L 


Game Boy 205. The Lon Ring 

56, Adventure Island 300, Madden 36 
Aladin 

Ain Games 


Gearhi 
47. Harvest Moon 

48. Illusion of Gaia 

19. Incantation 

30. Indiana Jones Greatest Adventures 


(Super F 
308, Nintendo 6 
309, 64DD accessory for Nintendo 64 


is/Missile Command 
rena Toshinden 


3 Ren Chifey fr Presents: MLB Metroid Il: Return of Samus 363, Dark Rift 
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These Nintendo Power issues are available individually. Add 
them to your collection! They contain these exciting features: 


Volume 76 (Sep. ‘95): Killer Instinct, Doom, Red Alarm, VB 
Golf, Castlevania Dracu 
Story, Ga 


X, The Mask, Dragon: The Bruce Lee 
jaxian, Donkey Kong Land. The Syndicate, 

; Romance of the Three Kingdoms LV, H. Lincoln 
‘profile. 


Volume 77 (Oct. (95): Super Mario World 2: Yoshis Island 
Batman Forever, Primal Rage, AAAHH!" Real Monsters, Mega 
Man 7, Vertical Force, Panic Bomber, Aladdin (GB), Civilization 
Secret’of Evermore, Super Mario RPG preview, Sports Scene 


Yolui 


Mortal Kombat 3, Spiderman and Venom: 


Sky Trooper, Boogerman, Zoop, f / 
1 Baseball Keller Fost (GB), A 
’nder/Joust, Wizards Realm, Secret WHF, = | 
: Pein Sou ectoe Wa y oN pig =e 
| Uae 
Country 2: Diddy Kong a] 1aZew oY 


ports Scene, WWF 


ime 78 (Noy. ay 
ation Anxiety, E 


Volume 79 (Dec. ‘95): Donkey Kong 
Quest, Wario Land (VB), Water Mons 


WrestleMania: The Arcade Game, Vegas Stakes (GB), Mortal g x = J * ? ~— 
Kombat 3 (GB), Mechwarrior 3050, Urban Strike, Shoshinkai r | Ly =) © J | ef[a 
Preview, Secret of Evermore, PTO. IL. 2 ers. VaGe : 


Volume 80 (Jan, ‘96): Earthworm Jim 2, Shoshinkai Trade Show 
Special, Revolution X, Doomtroopers: Mutant Chronicles, Breath 
‘ I, Secret of Evermore, Scooby Doo, PGA Tour ‘96, Final 


ight 3, Jack Bros. (VB), Tetris Blast, The Getaway, Frank Thomas 
Big Hurt Baseball (GB). 


Volume 81 (Feb, 196): Killer Insinct 2 Exclusive Arcade 

: a Man X3, Mech Warrior 3050, Toy Story, 
ster’s Funky Bowling, Donkey Kong Country 2 
Diddy's Kong Quest, Prehistorik Man, Ardy Lightfoot, Sink or 
Swim, Sports Scene, Breath of Fire H, Dragon Quest VI 


Volume 82 (Mar, ‘96):S' 


Tetris(VB), Frantic Fle 
NHL 96 (GB) The Smurfs GB) Digiper 
On-line Yoshi Island, Tales of Phahtasia, 
Awards Nominees. 


* Slam, 3-D 
jario Kart, 

ature, Ken Griffey 
intendo Power 


Volume 83 (Apr. ‘96): Shadows of the Empire, Power Pigs, KI 2 
Arcade Special Smurfs, Kirby’ Block Ball. act worin |i 2 

Codes, Super Mario RPG, Tactics Ogre, Pocahontas, Coleg 
Slam, The Legend of Zelda-A Link ‘to the Past. 


Volume 84 (May ‘96): Ken Griffey Jrs Winning Run, Mohawk & 
Headphone Jack part one, Lobo, Olympic Summer Games (GB), 
Super Mario All-Stars, The Making of Mission: Impossible, NP 
Award Winners, Blood of the Chozo, College Skam Codes, 
Cyberjocks, Super Mario RPG, Lufia I Rise of the Sinistrals part 
one, 


Volume 85 (June ‘96): Thirty-one-Page NOt exclusive game pre- 
view, Olympic Summer Ganies, Ken Griffey Jes Winning Run 
grading strategies, Mohawk & Headphone Jack part wo, Toy 
Story (GB), Dragonheart, Sword of Hope IT, Lutia IE: Rise of the 
Sinistrals part two. 


96): E3 Report, PilotWings 64, Mortal Kombat 
ors Classic Pro Edition, Super Mario RPG 
eat the Boss part one, [ron Man/X-O Manowar In 

Heavy Mcial, Brainies, Kirby Super Star, Tetris Attack, Water 
World, Dragon Hopper, Eye of the Beholder, Star Ocean, Sword 
of Hope Il part two, 


Volume 87 (Aug. ‘96): Tetris Attack, Oscar, Kirby Super Star part 
one, Mario 64 FTE A Soccer rban Strike, Way ne Grey es 

D Hockey, Beat the Boss part two, Game Boy Pocket, Power 
Rangers ZEO: Battle Racers, Zero Racers, Donkey Kong Land 2, 
Marvel Super Heroes: War of the Gems, Mole Mania, Fire 
Emblem, NES Epics. 


Volume 88 (Sep. ‘96): Super Mario 64, PilotWings 64, Realm, 
Kirby Super Star, part two, Donkey Kong Land 2: Diddy's Kong 
Quest, Pinocchio, N64 Launch, Cruis'n USA Update, Turok: 
Dinosaur Hunter, Donkey Kong Country 3: Dixie Kong’s Double 
Trouble, Prince of Persia’2, Maui Mallard, SimCity, War 3010: The 
Revolution. 


Volume 89 (Oct. ‘96): Ultimate Mortal Kombat 3, Shadows of 

the Empire comic, Donkey Kong Country 3: Dixie Kong’s Double 
Trouble, Street Fighter Alph s. Pac Man, Hyrulean 

Adventure, Super N fario KP iterview with Sergeru Miyamoto, 
Tetris Attack (GB), Battlezone/Super Breakout. 


Volume 90 (Nov. ‘96): Donkey Kong Country 3: Dixie Kong's 
Double Trouble, Wave Race 64, BlastCorps, Shadows of the 
Empire comic, Star Wars, Super Mario 64, Sim City 2000, Maui 

: thhard, KIC ard Game, Arcade’s Greatest Hits, Toshinden (GB), 


al. 
Volume 91 (Dec. ‘96): Killer Instinct Gold, Wayne Gretzky 3-D 
Hockey, NBA Hangtime, Star Wars: Shadows of the Empire, 
Donkey Kong Country 3: Dixie Kong’s Double Trouble Part 2, 
Ultimate Mortal Kombat 3, Marvel Super Heroes: War of the 
Gems, Taz-Mania 2, Jeopardy, Shadows of the Empire comic, 
Wave Race 64 Strategies. 


Volume 92 (Jan. ‘97): Star Wars: Shadows of the Empire, Special: 
Shoshinkai Report, Mario Kart 64, NBA F fangtime Cr uisn 


US.A, Donkey Kong Country 3: Dixie KongsDouble Trouble— fl ED trvhn_cl oa 
The Lost World, Mavic Boy, Casper, Shadows of the Empire turbo-charged 
comic, Beat the Boss’ Game Boy Smalll Classics, 

pages of shortcuts, 


ohare 23 eb, te supe Mera ar ot Sr Hees ers, secrets and winni 
Ceara SS Se Empire a a 
strategies! 


comic, Harvest Moon, Marvelous. 


Volume 94 (Mar. ‘97): Turok: Dinosaur Hunter, Power Award 
Nominations, Doom 64, Mario Kart 64, KI Gold: Advanced 
Combos, The Legend of Zelda: Links Awakening, The 
Hunchback of Notre Dame, Beat the Bosses: Super Mario RPG, 

FIFA Soccer 64, Game of the Future Contest, Harvest Moon. 


Use the Back Issue/Tip Book Order Form in this issue to e 
order past Nintendo Power issues and books, or call our e = 


Consumer Service department at 1-800-255-3700 to order by 
phone with Visa or MasterCard. FZ 
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Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


